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Every journey 
has a beginning 


IN SPITE OF THE fact that it’s becoming 
increasingly difficult to find a game that allows 
us to pilot an X-Wing starfighter now that Star 
Wars Galaxies has disappeared into a black 
hole, science fiction gaming is in rude health. 

A new Star Wars MMO is live and threatens to 
become (a close second to) the ultimate 
power in the galaxy, Deus Ex finally has the 
sequel it deserved and the near-complete 
Mass Effect trilogy is set to become as big a 
space opera phenomenon as Star Wars - 
assuming we don’t end up with a trio of sub- 
par prequels in 15 years time. What’s exciting 
is that there are countless independent game 
outfits putting out sci-fi games of great 
consistency and quality. Factor in all the 
big-name sci-fi games on the horizon {Tribes, 
PlanetSide 2), those far beyond it {Elite 4 and 
whispers of a new W/ng Commander) not to 
mention open-source remakes and 
modifications of bona fide classics, and we 
find that for all the gloom that’s settled on ^ 
planet Earth in recent ^ 


years, notwithstanding 
imminent nuclear 
apocalypse and the 


constant threat of alien invasion, gaming’s 
fictional future is very bright indeed. 

Hence the reason for creating PlaySF, which 
aims to chart a course from the present to the 
future via a very rich past; it’s a magazine that 
will celebrate the games that have inspired 
and frustrated us over our gaming lives, as 
well as those that are poised to do the same 
over the months and years ahead. We don’t 
claim to be exclusive in our outlook or 
definitive in our views; our mission is only to 
bring together games of a certain creed and 
share the experience of playing them. We 
may get a little over-excited by a new Star y 
Wars game (yes, even a Clone Wars one) / 
and we’ll occasionally lose ourselves to a M 
succession of obscure 16-bit 4X games \ 
from the mid-90s, but one thing you can rely 
on is that P/aySF will change. Quite how we 
don’t yet know, but we hope the journey to 
wherever we’re going is one you’ll tag along 
for, even if the chances of finding a 
jl new X-Wing along the way seems 
li painfully remote. 


Richie Shoemaker, Editor 
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Scanning through 
the static discharge 
towards gaming's 
V far horizon i 


UFO: ENEMY UNKNOWN (aka X-COM: UFO 
Defense), one of the most beloved and iconic 
strategy games of all-time, is being 
redeveloped for PC, PS3 and Xbox 360 
by Civilization creator Firaxis as part 
of 2012’s XCOM revival. Offering an 
“entirely new story and gameplay 
experience”, Firaxis President Steve 
Martin moved to reassure veteran 
fans of the series that the new 
Enemy Unknown will “keep true to 
the elements that made X-COM 
such a revered game.” In other 
words we can expect turn-based 
tactical combat spread across 
the globe, interspersed with 
strategic base-building, alien 
autopsies and researching al 
of out-of-this-world weaponry 
which to thwart the xeno 
The hypenated X-COM series has 
had it’s fair share of false dawns 
since the last decent game in the 


series. Interceptor, sold a meager 30,000 copies 
in 1998. X-COM: Genesis, the last major effort to 
take the series back to its roots was cancelled 
way back in 1999, closely followed by only- 
slightly less promising X-COM; >A///ance, an 
Unreal-powered tactical first-person shooter 
was being hailed as a potential 
game of the year at the turn of the 
new millennium. Sadly it never got 
close to release and the X-COM 
series was brought to an 
inauspicious end with Enforcer in 
2001, a stompy robot action 
game that was passable enough 
at the time, but hardly worthy of the 
X-COM brand. 

With the announcement in April 2010 
that XCOM will be revived after more than 
a decade of disappointment, loud 
rejoicing from fans was quickly tempered 
when it was revealed the game in 
development at 2K Marin (of BioShock 
fame) was to be a first-person shooter 



set in an alternative 1960s USA, with none of 
the deep-set base-building or research that 
characterized the original games. Until the recent 
XCOM: Enemy Unknown announcement (set 
across a more recognizable near-future Earth), 
fans seems resigned to accepting that any game 
faithful to the turn-based foundations of X-COM 
would not be part of 2K Games’ revival. That it 
now is, and is scheduled to be with us as early as 
the autumn, promises to ensure 2012 will be a 
memorable year for sci-fi gamers and forX-COM 
fans in particular, xcom.com/enemyunknown 



S.T.A.LK.E.R. sequel in 
doubt after studio 
threatened with closure 


The skies have been far from clear regarding the 
future of the S.T.A.L.K.E.R. franchise, but after a 
difficult end to 2011 that saw the troubling (and 
quickly withdrawn) announcement that Ukrainian 
developer GSC Game World was about to shut 
down due to financial issues - meaning an end 
to development on the post-apocalyptic shooter 
sequel - it seems work is continuing and the plan 
remains to finish up the game for release this 
year. Given how heavily-delayed the original game 
was, it’s by no means certain whether the highly- 
anticipated game will see the light of day this or 
any other year, but that doesn’t stop us hoping 
that we’ll be back among the mutant-ravaged 
wastelands of an alternative Chernobyl soon. 


WAR 

OF THE 
WORDS 


Innovations that would be interesting are 
procedurally generated environments, a more 
sophisticated destruction model, and the Al 
systems. If Firaxis do all that, it would be great, 
but I suspect they're not going down that route. 

JULIAN GALLOP X-Com’s original creator, isn’t convinced 




Extreme combat trousers are back in vogue 


PIRANHA GAMES HAS BEEN working 
alongside BattleTech-creator Jordan 
Weisman since 2008 to bring the 
> MechWarrior series back to computer 
screens, but news regarding development 
has been thin on the ground since it was 
understood legal barricades had been placed 
in the developers’ path. Seemingly now 
dismantled and arguments settled, it was at last 
revealed late last year that a new MechWarrior 
will finally be pounding onto PCs in 2012 in the 
guise of a ‘free to play’ online action game. 

MechWarrior Oniine will take the form of a 
multiplayer online battle arena (MOBA) game 
rather than a traditional online RPG, meaning that 
instead of stomping around on randomly-spawned 
NPCs and knocking over trees to amass wood, 
players will prepare their mechs for combat, 
before being transported to each warzone, 
hopefully to increase their ranking and resources 
after victory is assured. 

Aiming to capture the spirit of the MechWarrior 
games of the mid-to-late ’90s, MWO will feature 
extensive set-up options for mech pilots, with a 
view to appeasing the hardcore veterans with 
their HOTAS Warthog joysticks, as well as those 
used to generic point-and-click devices. 

MWO’s developers are aiming to stay close to 


the BattleTech RPG source material with regard to 
stats and gameplay mechanics, although being a 
fast-paced action simulation means rules are 
having to be rewritten to suit the concept. As for 
the established Great Houses that make up the 
MechWarrior universe, players will Join up when 
they start the game and can set up mercenary 
corps later as combat becomes focused around 
the persistent battle areas of the Inner Sphere, 
which we assume, much like Worid of Tanks' Clan 
Wars, will require some form of monetary 
investment in order to take part. 

No release date has been set for MWO, although 
Piranha is determined to have it ready by the end 
of the year, mwomercs.com 





Nexus 

sequel: 

Money for 
old hope 


FUNDING HAS BEEN TRICKLING in to help 
finance the development of a sequel to Nexus: 

The Jupiter Incident, the 2004 PC space strategy 
game directly inspired by Homeworld that 
improved upon the fleet combat formula to such 
a degree that it has, for many space gaming fans, 
become the benchmark title. 

In spite of an impressive technical demo being 
teased back in 2006, Most Wanted Entertainment 
(the studio that arose from the demise of Nexus 
creator Mithis), has had to keep its ideas in 
stasis. However, with the rise of crowd-sourced 
funding over the past couple of years, the 
team felt the time was right to properly 
push for a sequel. 

Assuming everything goes ahead as 
planned. Nexus 2 will return protagonist 
Marcus Cromwell to the bridge 25 years after 
the events of the first game, as he fights to keep 
various alien invaders from taking over the Earth 
using all-new modular ships and psi abilities 
that have been developed to help aid 
navigation and combat. Old foes will 
inevitably return, as well as a bunch of 
alien zealots called the Sibling, who, as is 
so often the case, seem hell-bent on putting 
humanity in its place. We don’t much fancy 
their chances of sucess, but we hope it’s 
spaceships and laser beams that put a halt 
to their advances rather than a lack of 
development cash. 

Information on Most Wanted and its funding 
adventures can be followed via mwent.hu and 
games-plant.com/nexus2. 
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THERE’S NO OFFICIAL WORD on a sequel to 2008 s 
Battlefield 2142, nor any hard evidence that it actually exists, 
but going on how Dice has teased Battlefield sequels in the 
past, there’s every indication that the number 2143 found on a 
wall in last year’s Battlefield 3 means that the shooter series is 
preparing to assault the 22nd century once again. 

While not the biggest-selling game in the franchise. Battlefield 
2142 was notable for introducing more streamlined character 
classes and diverse vehicles that included battlewalkers, assault 
pods, as well as the mighty Titan, a planet-hovering mini Death 
Star that acted as both a defensive base and climactic final 
objective for sides in each battle. 

If Battlefield's sci-fi off-shoot is indeed due a return, we predict 
it will be sometime before the end of the year, most likely as a 
DLC pack for Battlefield 3. battlefield.com 



INTERPLAY'S 
FALLOUT 
ONLINE NUKED 

The saga of who owns the right to 
make a Fallout MMOG has come 
to an end after nearly three years 
of legal action, with Bethesda, 
creator and maintainor of 
Fallout's 3D episodes, now in full 
control of the franchise. Interplay, 
maker of the original isometric 
games, sold the franchise to 
Bethesda in 2007, managing to 
retain the licensing rights to a 
potentially-lucrative MMO under 
the condition a certain level of 
funding was secured and that 
development commenced within 
two years. Interplay went on to 
announce - just in the nick of 
time - that Masthead Studios 
would be co-developing Fallout 
Online for a possible 2012 
release. Not only will that not 
be happening, Masthead has 
had to shut down its own sci-fi 
MMOG Earthrise. 

In spite of the fact Bethesda’s 
parent company ZeniMax set up 
its own MMOG studio back in 
2007, it’s far from certain 
whether a Fallout MMOG is part 
of Bethesda’s plans, especially 
with the MMO market in a 
transitionary phase. What is 
beyond doubt is that Bethesda 
will build on the series that is now 
wholly its own to do with as it will. 
Hopefully an announcement 
regarding Fallout's future will be 
made before too long. 
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It's easy to dismiss Star Command as a Star 
Trek-themed homage to Game Dev Story, 
whidai^hy we approached Justin Coombs, 
ArrDife'^^or and co-owner of War Balloon 
Games, to'ik him if it offers something more 
than cute'^oharacters and obtuse Kirk jokes. 








We try and take the best parts 
of classic games we loved 


Can you explain the core of what Star 
Command is about? 

Star Command is a sci-fi adventure simulation 
game where you take command of your own 
spaceship, build its rooms, upgrade weapons and 
shields and hire its crew. You then explore the 
universe fighting hostile aliens, exploring derelict 
spaceships, entertaining ambassadors and 
visiting new worlds. 

What sort of things can we do in-game? 

First off, you must build your ship. The player 
must decide if they want a giant warship 
overloaded with guns and torpedo launchers, or 
instead, expand their research and science 
rooms to create a technologically advanced ship 
capable of deflecting shots, advanced repairs, or 
avoiding confrontations altogether by outwitting 
their foes. Players will also manage and maintain 
their ship while exploring the universe. Repairing 
damages, healing sick crew, entertaining 
ambassadors - all taking place on your ship. 
Players can further upgrade rooms and 
specialize their crew. This is important as 
there are times when you must defend your 
ship from invaders. 


There are obvious comparisons with Game 
Dev Story... 

Game Dev Story is an important watermark. 
It was a unique management game that 
proved mobile gaming can be a bit more 
in-depth than what most games assumed. 

It was insanely addictive as a result. But 
one of the most important things our fans 
should realize is we are old-school 
gamers. We used to make mods for Duke 
Nukem 3D when we were young. We 
played the original Aliens 
TC for Doom. 



We try and take the best parts of classic 
games we simply loved; games like TIE Fighter, 
X-com and Fallout have not been matched - 
they are simply the best games ever made, 
and anything we can learn from these we try 
to integrate where we can. They are the 
benchmark for simulation. 

The list of inspirations is long. It really is. For 
mechanics we looked at Fallout, X-Com and Final 
Fantasy Tactics. These games are so well-known 
for their gameplay - and I hope it shows in Star 
Command that we played these games a lot. 

There are pieces of Sim City, Civilization and 
The Sims as well - games with great interfaces 
that are really great on communicating 
complex systems with easy visuals. 

One more to note is the Lord of the 
Rings extended edition DVDs. Watch the 
features of how they created this amazing 
universe, the model-making, the storyboards, 
the concepting. It is always great to have 
something of that scale and grandeur playing 
in the background to motivate yourself to do 
something awesome. 


Why are you making Star Com for 
smartphones? 

The sheer ease-of-entry in the mobile market 
today is like the Wild West. There is nothing 
stopping anyone from grabbing a few 
friends, drawing some characters, writing 
some code and creating their very own 
game. It is an amazing time to be creating 
video-games- and this resurgence was 
brought about completely by Apple and 
Google. I simply wish Nintendo and 
Sony would unlock their portables to 
indie developers to the same extent 
Google and Apple have. We can’t 
make amazing games for the 3DS or . 











the PSP without being millionaires - we can 
for iPhone, Android, OSX and Windows 



What has been the most difficult aspect 
of the game’s development? 

How long it takes to actually do it. If you 
haven’t participated in game-making there is 
simply and utterly no way to understand the 
immense complexity of a game. Honestly, it 
is mind-boggling how much work it takes to 
create a good game. Especially one as large 
as Star Command. 


What has been the biggest feature that 
you’ve had to drop or reconsider? 

We would have LOVED to have away-missions 
in the launch-game but we simply don’t have 
the time to integrate this with launch. Being 
able to explore strange planets, alien ships, 
space stations etc. Its always about time. 
Time Time Time. This spaceship has to 
launch eventually. 

What features are you most pleased about? 

Our biggest accomplishment will be ease of 
entry. Star Command is a very complex game 
for the mobile market. Build, manage, strategy, 
exploration - its kind of the anti-Angry Birds. If 
people can pick up the game and ‘get it’ in 


seconds, we will be really happy. Our tutorial 
and game introduction is really one of our 
major focus points - get people into the game 
as quickly and easily as possible. 

Also, on-ship combat is turning out to be 
ridiculously cool. 

Naming in-game characters from a players’s 
address book seems particularly inspired. 

Yes, we want you to feel that personal 
connection with your crew. When your best 
friend was manning the gun-room that Just had 
a hull-breach and emptied into the vacuum of 
space, you should feel a little guilty. 

What do you have planned post-release? 

First and foremost more content - missions, 
uniforms, aliens etc. We have the outline for 
away-missions so that will be a DLC if the 
game does well. We are also targeting PC and 
Mac. We absolutely love Steam. 

For the release date - we simply have to 
thank our fans for being so patient; we are 
working every day and night. We want this 
game to be bad-ass. So we will release it when 
it is awesome. The game must be good. 

Follow developments at 
starcommandgame.com 




























DO YDU BELIEVE IN THE 
FUTURE DF MANKIND? 


CHRISTIAN MATARI 


WWW.LaCUSDRIGfN.CDM 

WWW.FACESaaK.CDM/LaCUSaRiBIN 



/ •11 1 

fjr ; V 



UWk 








y 

m 

pt 


I- 


.■srfr*' 




Plahetside 2 

Just on the strength of the original game it's 
difficult not to get over-excited by Sony's 
online shooter sequel ^ 






THE ORIGINAL PLANETSIDE offered up a three 
way war on, under and above above the planet 
Auraxis that in terms of scope still hasn’t been 
surpassed by any other game. The strength of 
feeling is such that even though the original 
lacked a real sense of persistence and that post¬ 
launch development rather went the wrong way, 
the fact that Sony seems to recognize as much 
of what it did wrong as it did right and is aiming to 
recreate the game for the modern era only adds 
to the heightened anticipation. 

Much remains joyfully the same: the same 
terrestrial setting, albeit scaled up and much more 
diverse in terms of colour and relief. Then there 
are the same three factions fighting for domination 
that in any other game would be derided as 
formulaic but that end up instilling such loyalty in 
those that Join them that the animosity between 
the sides only adds to the appeal. Part of this is 
down to their overall look, but mostly in 
how each side views and uses the 
technology available to them: there’s 
the Terran Republic, known for liking 
potent concentrations of firepower; 
the neo-human Vanu Sovereignty 
favouring speed and agility and 
the New Conglomerate able to 
withstand more punishment 
than either of its foes. 

Beyond the wholly new graphics 
engine and necessarily-updated server 
infrastructure, perhaps the most 
important change for the sequel is how 
frontlines and territory will be dealt with. 

In the original game, bases were static 
control points, with battles outside of the 


heavily-templated fortifications being rare and futile 
occurrences. With the sequel Sony is hoping to 
tempt the factions into fighting over more dynamic 
objectives such as bridges, ammo dumps or Just 
any old patch of ground. Every metre of every map 
is there to offer ‘contestable real estate’, a design 
priority augmented with dynamically-generated 
missions that will help manage the server 
populations, as well as allow veteran high-ranking 
players the ability to set missions for their faction. 

While the sequel will see the return of many of 
PlanetSide’s classic vehicles (most notably the 
MAX suits that were so obviously based on 
Warhammer 40K's Terminators), many are being 
scrapped, such as the under-utilized Lodestar air 
transport and the universally-derided BattleFrames 
that were added as part of the 2004 Aftershock 
upgrade. Making up for the reduced spread of 
tanks and aircraft is a degree of customization, 
with modules and turrets than can be fitted 
to various frames prior to battle. 

With quicker avenues to Join 
the action (it’s easy to 
forget how painful the 
wait was to get to an 17 

organized fight in the 
orignal game), PlanetSide 2 
looks on paper to offer Just the 
right balance between restoration and 
revolution. With a ‘free to play’ model 
that will hopefully entice more players 
than it alienates, the expectation is that 
PlanetSide 2 will enjoy the success that 
evaded its predecessor. We will know 
before too long. 

2012 ■ PC ■ planetside2.com 








It's the heart of tfr* 
tiger, the thrill of the figlit 


Wing Commander^aga: 

The Darkest Dawn 


BASED ON A MODIFIED VERSION of the 

Freespace 2 engine, Wing Commander Saga 
is an unauthorized fan project based on 
> one of the biggest-selling franchises of the 
1990s, set Just before the third game in the 
series. Heart of the Tiger, and aiming to 
expand on events surrounding the climax of 
the war with the Kilrathi. 

Now because you’ve been let down by 
unauthorized fan projects before, no doubt you 
are shrugging your shoulders convinced that 1/VC 
Saga will never see the light of day, or if it does 
the license holders will slap a court order on it so 
fast that it will be rendered mute long before it’s 
had time to circulate in all the dark corners of the 
internet. Sure, there remain uncertainties, but on 
the basis that WS Saga has been in development 
for a decade, it’s fair to say that EA has had 
plenty of time to voice its concerns, especially 
since a playable prologue was released some 
years ago already with barely a squeak of dissent. 

Given how much effort has been poured into 
development, the question around WC Saga's 
release was always going to be a matter of when 
rather than if. With a reported 90-minutes of CGI 
footage across 70 cut scenes, utilizing 60 voice 
actors, all surrounding more than 50 playable 
missions, there’s a good shout for it being 



recognized as one of the most ambitious fan 
projects of all time when it becomes available in 
Just a few weeks time; and with Freespace 2 
underpinning the gameplay, it should more than 
live up to expectations, even if it takes a few 
necessary liberties with the background material. 

As little as has been seen of WC Saga, it’s clear 
that it’s been an immense labour of love, not Just 
in and of itself, but as a means to spur the 
powers at EA to think about a proper revival for 
the Wing Commander saga. With Syndicate 
enjoying an EA reboot and statements from 
Wing Commander's creator that he would be 
keen to work with the publisher again, there’s 
every hope that The Darkest Dawn will accomplish 
all it set out to do. 

Q1 2012 ■ PC, Mac ■ wcsaga.com 







Console gamers have 
no shortage of triple- 
A titles, but online 
multiplayer has never 
been something to 
boast about 



If you somehow haven’t heard of upcoming 
PS3-exclusive MMOFPS Dust 514, chances are 
you’ve had your head in a bucket for the better 
part of a year. Produced by Eve Online 
developer CCP Games, Dust 514 is about as 
ambitious as it gets. The game will take place 
in the same universe as CCP’s space combat 
MMO Eve Online, with Dust players taking on 
the role of ground troops in massive territorial 
wars spanning hundreds of solar systems. 

Dust isn’t just set in the same setting as 
Eve Online, players will physically inhabit the 
same galaxy and fight the same wars as their 
space-faring cousins. Battles can be raging 
simultaneously on the surface of a planet and 
in orbit, with Eve pilots able to deliver tactical 
air strikes into Dust matches and the Dust 
marines able to retort with ground-based 
batteries. That’s right, build up your planet’s 
defenses and you’ll be able to shoot nerd- 


raging PC gamers out of the sky. 

Players will be able to heavily customize 
their armour and vehicles to fulfill different 
roles on the battlefield. One player might 
specialize in heavy armour that can use rocket 
launchers and Gatling guns, while another 
might specialize in light armour to move faster 
across the battlefield. Tanks and air vehicles 
can be customized with modules that 
provide bonuses to their defensive and 
offensive capabilities, adding a lot of 
tactical choices on the battlefield. 

Between matches, players will be able 
to build and manage their corporation’s 
planetary infrastructure, socialize or 
manufacture equipment and vehicles for war. 

Dust 514 will be available through the 
PlayStation Network, and will be free to play 
after the initial purchase. d 

Q1 2012 ■ PS3 ■ dust514.com IL^ . jM 





IN ITS CURRENT STATE, Starfarer could 
pass as the illegitimate offspring of Star 
Control H's Super-Melee mode and Gratuitous 
Space Battles] on the one side a delightfully 
understated game of 2D arcade combat, on the 
other a dastardly involving blend of fleet strategy 
and tactics where you wish you had a little more 
control over things. 

In spite of one source of 
obvious inspiration being 
almost 20 years older that 
the other, Starfarer is an 
undeniably attractive child 
that in its early alpha form 
delights and frustrates in 
equal measure. Your main 
ship is controlled directly, 
requiring careful positioning 
to ensure optimum facing of 
weapons and shields. While 
orders are given to other 
ships in the fleet in support 
of your actions, their captains 
aren’t quite as quick to react 
as you might like. Issue too 
many countermands in quick 


succession and you will find yourself drained of 
command points with which to effect a change 
of fortune. Starfarer is a tough game; such is the 
way of the early-access alpha. 

If the game was currently feature-complete and 
merely in need of fixes it might still be worthy of 
investigation in spite of issues with the interface, 
but the developer has plans to take the game 
beyond mere combat 
simulation, with plans to 
allow mining and trading, 
faction standings, ship-fitting 
and crew management. 
Perhaps then we’ll end up 
insisting on a paternity test, 
for while it may retain the 
perspective of Star Control 
and GSB, it will share just as 
many traits with the X series. 
Let’s hope the developer 
never plans to introduce 
multiplayer features or 
Starfarer is going to end up 
as one hell of a mixed-up kid. 
2012 ■ PC, Mac & Linux 
fractalsoftworks.com 



Tribes: Ascend 



It's time to strap on the 
old jetpack and see if the 
frictionless shoes still fit 


WHEN HI-REZ STUDIOS announced it had 
acquired ownership of the Tribes license and 
would be developing a brand new game in the 
series, it was highly likely that more fans 
expressed concern than joy at the news. After 
all, having created the indecisive MMOG Global 
Agenda - a game that played on the Tribes 
heritage while capturing very little of its magic - 
Hi-Rez seemed to be setting itself up for an 
almighty fall. Then with the arrival of the closed 
beta late last year, it seemed it might be the 
naysayers who were mistaken. We’ve played it, 
and it’s good. 

The question is whether what made Tribes 
distinct in 1998 will be enough to pull in the 
2012 crowd. Last century Tribes offered probably 
the most expansive vertical arenas of any FPS 
and certainly the most kinetic means to cross 
them, not least by ‘skiing’, where players would 
latch to the ground and rocket down slopes, 
picking up enough speed to propel their armoured 
bodies across impossible reaches. It was a 
feature that, like rocket-jumping in Quake and 
bunny-hopping in Counter-Strike, started out as 
a bug and became a hallmark of the series. 
Mastering it was key, and it was damn hard. 

Truth be told it still is counter-intuitive, but 
that’s perhaps the whole point; for now more 
than ever, success in a shooter has been about 
knowing the map more than knowing your own 
capabilities. Tribes: Ascend, much like the 
criminally-underrated Shattered Horizons, 
is about control before teamwork, about 
mistakes before mastery, and it’s that 
distinction that perhaps makes it 
suited to being a ‘free to play’ game. 

The concern is whether newcomers 
will have the patience when they 
can more easily go elsewhere. 

2012 ■ PC ■ tribesascend.com 






Keen Software H ouse 

Maker of Miner Wars 2081 

By combining the outer-space elements of 
Free/ancer with the claustrophobic action 
of the old Descent series, Keen Software's 
founder Marek Rosa is hoping to strike gold 

► 
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We know that players are 
still hungry for this genre! 


What initially inspired you to design and 
develop Miner Wars - after all, the space 
genre isn’t in the best of health? 

Years ago, space games were very popular and 
there was a lot of competition. Today there are 
lots of players (including many from our team) 
but not many games. That’s why we’re making 
Miner Wars - a combination of my personal 
attitude towards space games like Descent or 
Elite, use of the physical and voxel engine to 
make a game with fully destructible 
environment and the gap in the market; making 
it a good business opportunity. 

Why do you think space gaming fell 
out of favour? 

To be honest I have no idea. Maybe it’s about 
marketing expectations, or just inertia in the 
way games are developed - if the huge 
companies focus on strategy/FPS/RPG 
engines, they can Just add a sequel to their 
game every one or two years without having to 
develop the engine anew. If suddenly Bethesda, 
Blizzard, Microsoft or EA wanted to make a 
space game, they would have to invest in the 
development of a completely new engine, which 
can be a risky enterprise. We tried a different 
approach and already sold over 13,000 copies 
in pre-sales (and it is a technological pre-alpha 
still), so we know that players are still 
interested and hungry for this genre! 

What aspects of 'golden age’ space gaming 
are you hoping to recapture, and what are 
you hoping to introduce that is new? 

We want to bring back the best ideas and 
gameplay mechanics from the ‘hall of fame’ 
games of the space genre; Descent, Freelancer, 
Elite and Privateer are the main inspirations. I 
think if we implement the familiar mechanics 


from those kinds of games well. Miner Wars will 
be a great success. However, we want to go 
even further and add new features: fully 
destructible environments, open-space combat 
as well as fighting and exploration inside of 
asteroids and space-base corridors, the facility 
to craft items (weapons, devices) using mined 
ore and - last but not least - tools to construct 
your own base, either from parts and modules 
or by carving it out from existing asteroids. 
We’re also adding a survival element: since the 
setting is kind of post-apocalyptic, there isn’t 
much infrastructure and you have to be caret 
about ship repairs, refueling, oxygen levels 
and even your pilot’s health! 

The recent Miner Wars pre-alpha showed 
some impressive technology. How will you 
be developing the content side of the game 
over the coming months? 

Up until October 2011 we were developing 
mostly the technical side. In November we 
finished the core engine (called VRAGE): 
physics, graphic rendering, networking 
support etc, and we moved onto gameplay 
development, adding inventory, more mining 
options, survival game mechanics (health, 
oxygen, fuel) and improving Al. We are now 



MineriWarf promises to 
bring the ‘golden age’ of 
space gaming back to 
our screens 


li 









moving from pre-alpha to alpha. Hand-made 
content such as the campaign, missions, 
hand-made space sectors and unique space 
resorts (factories, brothels, outposts, military 
bases) will come later. 

You’ve been keen to get the player community 
on board with content creation - how has 
that been working out? 

It’s working out amazingly well. Some of 
the contributors have already become 
members of our core team, such as Dan 
Wentz (our Audio Director) or Piotr Szekalski 
(2D Artist), while others remain external and 
occasional contributors. We are actually 
starting a new campaign called ‘Participate in 
Miner Wars Development’, with an opportunity 
to become a member of a special Frontline 
Developer team. We want fans to make Miner 
Wars ‘their’ game. I think that interaction with 
the community is one of the most important 
things for an indie developer. It gives us the 
facility to discuss solutions (be it game 
mechanics or * 

marketing) with our 
fans - and if the 
reaction is good, we 
can proceed with 
implementing them. 

Can you reveal something of 
how the in-game economy 
will work? 

You can either fulfill the main campaign or side 



missions and earn money (or upgrades and 
technologies) or go a more personal way; by 
mining ores, exploring various unique places, 
raiding pirate bases or trade convoys, crafting 
weapons or constructing your own modular 
space base (with turrets, fuel storage, 
generators, radar, communication arrays, etc). 
Once we proceed with Miner Wars MMO, the 
economy will be more elaborate and complex, 
with a full player-driven market economy. 

Miner Wars has been developed with funding 
from fans through a pay-now-play-alpha deal. 
How has that worked for you? 

A blessing for sure. Besides giving us 
motivation and feedback, it’s convinced 
investors to give us funds for development, 
which allowed us to put together a professional 
full-time team consisting of some of the best 
programmers and artists from our region. 

How do you plan to develop the game 
after launch? 

There will be constant updates, fixes and 

improvements for several months after the 
full release, especially if 
we are successful and get 
enough support from the 
community. Depending on 
the reaction of the public, we 
may move directly onto MMO 
development or invest more 
time and energy to make 
some add-on or a sequel using 











the same, but improved, engine and 
mechanics, but offering a new campaign and 
new content. 

Will the Miner Wars MMO link in with the 
main 2081 game? 

The MMO will be a separate game that links 
to Miner Wars 2081 in the fields of game 
universe (history, politics, personalities, 
technologies, major events) and most of the 
aspects of the gameplay atmosphere, but the 
mechanics would be adjusted to fit the MMO 
setting and allow for player interaction, 
founding alliances, going on missions or 
fighting each other, diplomacy etc. 

Right now we’ve already prepared the core 
engine for serialization and server-client 
communication, but what is developed now 
are the single-player and co-op features. Once 
single-player/co-op is released, we can 
start developing content and adjusting the 
engine for the MMO version, which will take 
several months. 

How attainable are your goals given your 
resources and the nature of the MMO genre? 
For example, do you know yet whether you’ll 
be going down the 'freemium’ route? 

It is still not decided and this would be one of 
the points we will discuss thoroughly with our 
fans and community. 


You recently announced Miner Wars 2.5D for 
phones and tablets. How will the player 
experience differ from 20811 

Miner Wars 2.5D is a completely different 
game, mostly taking concept from old DOS 
game Tunneier. It only shares the atmosphere 
and art of the main game. The gameplay 
mechanics and engine are totally diferent. 


Working on three games seems a crazy 
amount of work? 

We are working only on one game right now - 
Miner Wars 2081. MW 2.5D is being done by 
separate hired freelancers. The MMO has 
taken up few resources so far - we made the 
VRAGE engine to be prepared for the future 
server-client MMO model, but everything else 
developed focuses on MW 2081. We will start 
developing the MMO once 2081 is finished, 
using the existing (but improved) models and 
engine etc. 

Can you reveal roughly when the three 
games will be launched? 

Miner Wars 2081 in late spring 2012, but 
will be continually developed for several 
months after. The MMO will arrive as a playable 
beta in winter 2012. Miner Wars 2.5D should 
come in February 2012. 



Dig deeper at mlnerwars.com 
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Distant Worlds: 
• ! .'.Legends 

PC ■ codeforce.co.nz 


ALONG WITH Al WARS and Star Ruler, Distant Worlds 
is considered among the cream of the current crop 
of space strategy games, partly because it’s so well 
supported. Legends is the second expansion, which 
like the first (2010’s Return of the Shakturi) offers a 
comprehensive list of new features, among them a 
new character system, new race-specific technologies 
and events, updated fleet and territory functions and 
a new ‘hidden’ faction. 


Warhammer 40,000: Space Marine - 

^Chaos Unleashed X360, PS3 & PC ■ spacemarine.com 

CHAOS UNLEASHED IS THE first pay-for downloadable content pack for 
last year’s 40K shooter, featuring a new Chaos-themed co-operative 
mode and three new multiplayer maps. By way of a sweetener, a free 
capture-the-flag mode was also released, as well as four armour sets: 
Blood Angels, Salamanders, Alpha Legion and Legion of the Damned. 
No Squats, sadly. 


Dangerous 

iOS, PC & Mac 
whoisdangerous.com 


Pioneer 

PC, Mac & Linux 
pioneerspacesim.net 


SPACE COMBAT GAMING IS alive and well it 
seems: looking a little like a pre-beta Eve (sans 
online). Dangerous offers a sandbox universe 
of 33 systems in which to mine, trade, take on 
missions and, of course, fight. The backstory 
is more than a little intriguing too, as it seems 
you’ve been convicted of mass genocide and 
had your memory wiped by way of punishment. 
Interesting. 


DEVELOPMENT ON THE FRONTIER-INSPIRED open 
source space game continues as solidly as ever, with the 
team keeping to a rough schedule of releasing new code 
each month. Unlike the previous couple of releases, 
January’s Alpha 18 doesn’t add any new ships, sadly, 
rather a few minor fixes and multisampled-antialiasing - 
more than enough to make it a worthwhile download 
though, given how playable and utterly free the game is. 
At the very least, a game worth keeping a eye on. 










TEN YEARS IN THE making and boasting 13 hours of 
full-motion video and a cast that includes the crazy English 
psycho guy from Sunset Beach, as well as the crew from 
MST3K, Darkstar is a sci-fi adventure that tells the story of 
Captain John O’Neil (crazy English) who wakes up after 312 
years in cryo-sleep to find the Earth destroyed and his 
battered ship orbiting an alien world. ‘A breath-taking 
journey through space and time’ it says here on the special 
edition. We shall play it and see. 




BORROWING HEAVILY FROM ’50S sci fi 

kitsch, Unstoppable Gorg is an inspired take 
on the increasingly uninspiring tower defence 
genre, as E.T.’s seek to conquer the solar 
system while you place turrets to defend it. 
The interesting take here is that orbits can be 
rotated to cover as many approach routes as 
possible, lending the game more tactical feel 
compared to most efforts in the genre. 


RELEASED LAST MONTH, Fenix Rising is the most 
recent addition to the billion-dollar Gears of War 
series, offering five maps and four skins. It’s far 
from blockbuster material compared to the hefty 
RAMM’s Shadow content pack that preceded it, but 
with a fifth slab of DEC due for release at the end 
of March {Forces of Nature, featuring three new 
weather-inspired maps), the Gears of War machine 
shows little sign of rumbling to any kind of halt. 


THE LONG-RUNNING TRADE and city management series 
has seemingly exhausted the past and Jumped ahead to the 
near-future, which, as feared, is one blighted by climate 
change and social unrest. It’s a scenario not unlike that of 
Kevin Costner’s watery world, only with mercifully less of 
both. Finding and colonizing island havens is the order of 
the day, making sure to keep a growing population busy and 
mildly happy with various commodities, all without running 
out of resources or totally ruining what’s left of the planet. 















ORIGINALLY RELEASED ON PC and Mac in 2010 


iOS, PC & Mac 
kaptainbrawe.cateia.com 

Kaptain 
Krawe: 
A Bra we 
New World 


and quietly compared to genre-classics such as 
Monkey Island, Kaptain Krawe is a whimsical 
cartoon point-and-click adventure set within an 
alternate Victorian era and starring a trusty robot 
sidekick made of wood. The desktop original was 
criticized for lacking voiceovers, a factor that will 
probably be to its advantage now it’s become 
available for iPhone and iPad. 




BUNGIE’S PRE-HALO MARATHON trilogy is 
continuing its 21st Century re-acquaintance 
with Apple hardware, with the second in the first- 
person shooter series recently added to the App 
Store. Renowned for its storyline, the game is set 
17 years after events on the titular colony ship 
and has players scouting the S’pht homeworld. 

As with the first game. Marathon 2 is available for 
free, with in-app purchases. 


RELEASED IN NOVEMBER 2004 against an 
ascendant Eve Online (the same month as a 
certain MMOG by Blizzard), Vendetta Online has 
had to fight to achieve modest success. Yet, 
seven years on. Guild Software has managed to 
bring its space MMOG to audiences that even Eve 
has yet to reach: last year it was made available 
for Android tablets and was recently adapted for 
a select number of Android phones. 
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^ PC & Mac ■ eveonline.com/crucible 

^ve Online: Crucible 
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AFTER THE DISASTROUS INCARNA expansion of 
last summer, COP Games seems to have turned 
things around with the recent Crucible expansion, 
having made a point of aiming its space MMOG back 
at the stars. Offering a new ship class, updated 
system backdrops, ‘time dilation’ anti-lag measures 
and countless tweaks and fixes requested by players. 
Eve's latest upgrade promises to be the start of a 
new era in developer-player relations. 
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With the sun having recently set on an all-too brief 
Star Wars Galaxies adventure, Emma Boyes looks 
back on the life and death of what once promised 
to be the ultimate power in online gaming 


IT’S THE END OF the world, the final moments 
of a virtual universe. We’re having a picnic in the 
desert world of Tatooine, near the Sarlacc Pit. 
Some players have returned for the end game 
after a long break from the world to say goodbye. 
Others have been playing to the bitter end. In 
fifteen minutes’ time the plug will be pulled on 
the game world forever. 

Star Wars: Galaxies launched in 2003 with such 
high hopes. After all, who didn’t want to be Han 
Solo, train as a Jedi knight and use the Force, 
battle starships for the rebellion and drink in the 
rowdy cantina? Anyone who’d ever seen the very 
first Star Wars movie would never forget it, and 
the idea of playing in the virtual Star Wars 
universe seemed like a very, very good one. 

Star Wars: Galaxies was a unique beast in the 
MM 0-sphere. There was really no other MMO like 
it - it was far more of a sandbox than other 
games — which confused some people, who went 
away shaking their heads. However, others loved 
the freedom and describe it as ‘the world we 
wrote’. Boscohark, who played since 
2004, explains: “It was truly the only 
sandbox-type game out there. A place 7 
you could literally be anybody and do 
anything.” Fans insist it was ahead 
of its time and remains better 
than many of the new MMOs 
on the market today. Galaxies 
was amazingly immersive and 
allowed you to do all kinds 
of things, like build and 
decorate your own house, 
create and manage your -v 
very own city, choose a 
partner and get married, 
craft intricate items, run 
businesses and genuinely 
shape the world. The game 
planets started off with just a few 
cities scattered across their lands 


but by the end much of that empty space had 
been commandeered and turned into player 
cities, outposts and research labs. 

The career paths were also interesting - 
in what other online game can you be an 
entertainer, for instance? Designated dancers 
would shake their booty and learn fancy new 
moves to give other party members increasingly 
powerful buffs. As veteran player Wimzer says; 

“If you wanted a lightly armoured dancing bounty 
hunter who loved to make pastries, you could 
make one.” 


< 



DON’T FAIL ME AGAIN 

Rather than having to pick a side before you 
even booted up the game. Galaxies also let 
you choose whether to side with the Rebels 
or the Imperials at any point you liked. If 
you didn’t want to choose a side, that 
was ok too, you could stay neutral. You 
could even swap sides, subject to a brief 
cool down period. 

But then it all started to go wrong. In 
2005, SOE bought in two new game 
‘upgrades’ that made a number of major 
changes to the gameplay. In the Combat 
Upgrade, combat was overhauled and 
made less traditional and more 
point and shoot. It seemed to 
be in a bid to make the game 
more like the incredibly 
popular World ofWarcraft 
and pull in younger players. 
SOE followed through later in 
the year with the New Game 
Enhancements upgrade, 
which caused a whole smelly 
stream of fresh new furore. 

It was possibly the most 
controversial game update 
ever. What seemed to annoy 
people the most was the 



fact that players could now choose to be a Jedi 
as a profession from the outset, whereas before 
in the game it was a tough road to follow and 
required the mastering of several professions 
and months of training. Other than changes to 
the Jedi profession, many other professions were 
overhauled, meaning some people logged on to 
find that their characters simply no longer existed. 

Players left in droves, or at least they loudly 
declared on forums to anyone who was listening 
that they were leaving in droves. The game limped 
along. New content was added. Tweaks were 
made. After a while, some people even grudgingly 
admitted that it was probably better now than it 
had been pre-CU. 

However, Star Wars Galaxies wasn’t the only 
party in town anymore. It was competing with a 
whole host of other sci-fi MMOs, many of which 
were free to play. In September 2009, SOE 


announced that 12 servers would be closing 
down and players on those servers were made 
the offer of a free transfer. With half the servers 
shut down perhaps it wasn’t much of a surprise 
when in June it was announced that the game 
would be closing. 

MAKE IT SO 

Star Trek Online, which was released in February 
2010, is an interesting parallel to Galaxies. When 
it seemed that the game was flailing on a monthly 
payment system, the developers moved the 
business model over to free-to-play (well, it 
worked for D&D Online). Star Wars Galaxies 
players started an online petition, gathering 
almost 5,000 signatures, begging SOE to keep 
the dream alive and consider a pay-to-play model. 
Unsurprisingly it failed to change the game’s 
destiny for the better. 

Certainly, whilst the number of active players 
could probably merit keeping at least a couple of 
servers open, the real problem seemed to be the 





cost of renewing the Star Wars license. SOE’s 
president John Smedley went on record saying 
that “LucasArts has a new game coming out, and 
the contract would be running out in 2012 anyway, 
so we feel like it’s the right time for the game to 
end.” Conspiracy theories abound in forums, but 
it seems likely that the official 
answer is a truthful one. 

Since the announcement that 
the game would be closing, SWG 
players ‘in good standing’ were 
allowed to play through the final 
months for free. No new accounts 
were allowed after September 15. 

End game details were slow in 
coming, but there were no 
surprises when people found out 
they involved a final battle for 
domination. Would the world die an Imperial 
stronghold or as a finally liberated rebel base? 

A winner was announced 24 hours before the 
shutdown, with the rebels coming out on top - no 
doubt a hollow victory. After that, there wasn’t much 
to do but wait until the inevitable end, with a couple 
of things to do, like the picnic and a PvP battle to 


Endor death star. 

Although it sounds like treason, perhaps it 
was time for Galaxies to die? Many people 
on the in-game chat and on forums at least 
seemed to accept lhat the time was right to 
pull the plug. Eight years is a long time, and 
the once-lush graphics now look pretty dated 
when you compare them to some of the new 
MMO kids on the block. Towards the end, the 

world often seemed deserted, 
and wandering forlornly through 
empty social hubs that were 
obviously made to be full of 
other players milling about was 
a very strange feeling indeed. 
How long can you justify keeping 
the dream alive? Everything 
ends, and perhaps now - with 
BioWare’s Old Republic fully 
operational - is as good a 
time as any? 

There have been countless games based on 
the Star Wars franchise, covering every genre 
from role-playing, space combat and racing. 
Galaxies was the last active game to focus 
exclusively on the familiar timeline of the original 
movie series. Perhaps a new (old) frontier is Just 
what Lucas’ space western needs. 


IT W 
TIME 
GALAXIES 
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JUMP TO LIGHTSPEED 


Released in October 2004, 
Jump to Lightspeed bought 
with it space combat (twitch 
based) as well as adding the 
two new races, Sullustan and 
Ithorian and a new Artisan 
profession. Shipwright, allowing 
players to create their own 
ships from a base chassis. 


COMBAT UPGRADE 


April 2005 brought with it the 
‘Combat Upgrade’ which 
significantly changed combat, 
armour and weapons. Now 
only certain characters could 
wear armour and use some 
weapons and only creatures 
with the same skill level 
could be attacked. 



RAGE OFTHEWOOKIES 


Released in May 2005 as a 
tie-in with Revenge of the 
Sith, this expansion added 
the Wookiee planet 
Kashyyyk, which 
featured instanced 
dungeons. Players 
could now use cybernetic ^ 
limbs and had access to 
two new mounts and three 
new starships. 


TRIALS OF OBI-WAN 


In November 2005 to tie-in 
with the DVD release of 
Revenge of the Sith, a new 
planet, Mustafar, was added, 
along with 50 new quests and 
the ability to talk with the 
ghost of Obi-Wan Kenobi. 
However, disappointingly, 
there was no new space 
sector to explore. 


NEW GAME ENHANCEMENTS 


Later in November 2005, SW6 
was completely overhauled. 
The number of professions was 
cut from 32 to nine - leaving 
bounty hunter, entertainer, 
smuggler, trader, medic, Jedi, 
officer, spy and commando. 
This was very unpopular. 







Many veterans of Galaxies are saying that 
The Old Republic is leaving them cold. They 
don’t like the idea of playing in a time line 
that’s some 4000 years before the original 
Star Wars movie. Star Wars to them is the 
brave Luke Skywalker and the creepy Darth 
Vader, the cryptic Yoda and the sexy Princess 
Leia. Some are quietly saying they’re willing 
to give it a go. Others are intending to move 
into other MMOs. 

Kyranna, who has been playing Galaxies 
since 2005, says: “It’s true that TOR and 
SWG are two completely different games, 
and both have their features that I would 
have liked to see in the other game, like 
SWG’s open-world housing and character 
customization, and TOR’S story-driven 
Flashpoints and extensive original 
soundtrack. The Old Republic isn’t the 
Second Coming of SWG or anything, 
but I do plan on staying with it.” 

The Old Republic is a very different beast 
from Galaxies - fans of the first game 
looking to replicate the experience are likely 
to be disappointed. If the NGE made Star 
Wars Galaxies more like popular MMOs like 
World of Warcraft, then The Old Republic moves 
even further in that direction. Perhaps the best 
bet for fans desperate to hold on is to give 
SWGEmu a go - SWGEmu is a pre-CU Star Wars 
Galaxies world built entirely from scratch by 
reverse engineering the game. Although it’s 
missing a lot of the features that made SWG 
unique, the developers promise that they’ll be 
adding them just as soon as they can. It’s been 
going in one form or another since July 2005, and 
surprisingly, seems to remain online. The creators 
claim they’re breaking no laws. Whether SOE and 
LucasArts agree and will allow it to continue 
running unmolested now that the original Galaxies 
is no more remains to be seen. 

Back in Galaxies, the universe is in its final 
moments. People are shuffling off to the places 
where they want to die - some to their houses, 
others the cantinas and many remain with their 
friends in the picnic area on Tatooine. It’s 
depressing. It started out feeling like a party 
but now it feels like being at a funeral. 

The server will be shutting down soon. Please 


find a safe place to log out (5 minutes left)’ a 
ping in the chat window informs us. People react 
in different ways, some hugging and kissing, 
some wishing everyone good luck and thanking 
them for the memories, others repeatedly 
cursing SOE or LucasArts in angry caps. One 
player comments: “Get on board the Falcon kid, 
this game is gonna blow.” Then a message 
appears, sudden and final; ‘Connection to SWG 
lost’. Shortly after, the screen goes blank and 
we get booted back to our now useless login 
screens for the last time. Goodnight, 

Star Wars Galaxies. 

Emma Boyes is a freelance writer for, 
among others, IGN and Computer & Video 
Games, prior to which she was the News Editor for 
Gamespot UK. She has a weakness for Black Prophecy 
and the Battlestar Galactica board game. 






As you enjoy this first issue of PlaySF, 
the crew are hard at work in the 
engine room preparing the second. 


If you have any questions, concerns 
or feedback on any part of the 
magazine, feel free to get in 
touch via email, twitter or 
Facebook. If you want 
your email included in 
our new letters page, 
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in the subject line. 
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DAVID BROWN has been 
wandering the irradiated 
) wastelands in a permanent 
state of bewildered Rage. 
That’s just how he rolls. 


We're trying to evaluate 
games a little differently: 
we're not going to rush 
through the new releases 
and cram every detail into 
a couple of pages and file 
the game away, never to 
be played again. 

MORE THAN THEY EVER have, games evolve; 
not Just with patches and expansions, but in 
context to those that follow. We’ll be coming 
back to some over the months ahead - to see 
how they change, or Just to tackle them a 
different way. The plan is just to keep playing. 


Deus Ex: Human Revolution has 
kept NICK GASSE busy in 
) his search for performance¬ 
enhancing bugs. By all accounts 
he’s still hunting them down. 


An overworked STUART 
GRIFFIN tackles two 4X games 
) and a new X3. Add to the 
formula Arvoch Alliance = very 
busy guy indeed. 


For ANDREW HALLAM, it’s 
never too late to re-open the 
) Commander Shepard case files, 
especially with Mass Effect 3 
so achingly close to release. 


Space Pirates and Zombies has 
been reminding space game 
) junkie BRIAN RUBIN of his 
Dreamcast-playing days. He’s 
the one on the left. 


RICHIE SHOEMAKER emerges 
from the rock he’s called home 
) for 10 years and approaches a 
game called Halo. He’s heard it’s 
quite popular. 


Is it possible to be scared by a 
game on a screen the size of a 
^ cassette tape? It is when the 
game is Aliens: Infestation and 
your name is HARRY SLATER. 


Xbox Arcade curio Fusion: Genesis 
has been keeping ADAM 
) TINGLE stuck to the sofa 
and away from his beloved 
stack of MMORPGs. 
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STAR WARS 

THE OLD REPUBLIC 


Knights, warriors, bounty hunters 
and troopers of the Old Republic 


Released: December 2011 ■ Developer: Bioware ■ Publisher: EA ■ Website: swtor.com ■ Version: 1.1 




THERE IS A VERY GOOD reason why the levelling- 
up process in games is referred to as ‘the grind’. 
In online RPGs especially, where the social 
environment is made competitive by virtue of 
there being more than one player, the danger - 
and the reality in almost every instance - is that 
what should be an enjoyable series of mid- to 
high-level ‘dings’, is for many people an outright 
chore. The reason for this is down to the fact that 
a multiplayer RPG, whether linear or not, has to 
cater to a broad variety of play-styles and 
character levels: lone adventurers, craftspeople 
and gangs of various configurations; all of them 
attacking the same batch of missions and 
expecting to be challenged and entertained at 
the same time. Make things too tough, repetitive, 
or both, and the game will be forever tainted as 
a grindathon that no amount of free expansions 
will ever redeem. 

The question of getting the balance right has 
clearly vexed the designers and story-tellers at 
BioWare. While they have become - quite rightly - 


the masters of single-player questing over the last 
10 years (notably via The Old Republic’s KOTOR 
predecessor and the magnificent Mass Effect 
trilogy), the online RPG is a markedly different 
beast - as BioWare will have found. Wisely, it’s 
stuck to what it knows, by adapting its questing 
system - with its recognizable dialogue wheel - 
to fit the MMO framework. The question is 
whether the award-winning formula works as 
intended when every player is cast as the 
hero. Indications are that it does - going by 
how rammed many of the servers have been 
since the game launched. 


MOST IMPRESSIVE 

There are two things that the developers have 
done rather differently to most other MMOGs. 
One is that, consumate crafters of story that 
it is, BioWare has woven a number of class 
narratives together in such a way that if you 
had a couple of characters around the 







level-15 mark and took a moment to think about 
how their stories knitted together, you couldn’t 
help but be impressed at how thoroughly tight the 
fit is. The two Jedi plots twist effortlessly around 
one another, only slightly less than the Smuggler 
and Trooper stories that start from the battlefields 
of Ord Mantell. I’ve not gotten far into the Empire 
storylines, so I can’t really judge, but given how 
busy the Empire hubs are compared to the 
Republic’s (at least on the RP server I frequent), 

I can only assume the tales there are going down 
a treat even more. 

The big theme is of course the age-old battle 
between Jedi and Sith. It’s the exact same good 
versus evil rivalry that has underpinned the lives 
of everyone born since the 1970s, to the point 
that the details no longer matter and, since the 
outcome will never be settled, we won’t waste 
time yammering on about which Dark Lord did 
what to whom or what the Jedi Council should’ve 
been doing instead of faffing about in meetings 
all day. Needless to say that the main story arc 
is made up of eight distinct threads; one 
apiece for all of the player classes (four 
for the Republic and four for 
the Sith), with each beginning 
on a tutorial planet, moving to 


the respective homeworld at level 10, after which 
(from level 18 or so) it’s a dart across a 
succession of planetary bodies with the odd 
space mission thrown in: not too far distant from 
your typical Mass Effect run through, but not so 
similar that those close to BioWare's homegrown 
space opera will feel overly hard done by. 


ATTACK OF THE CLONES 

The second aspect by which SWTOR stands out 
is the way in which the story is told, as in not via 
static characters gently bobbing around behind 
pop-up text boxes that nobody reads. Instead the 
reported 200,000 lines of dialog is conveyed by 
cut-scenes and the spoken word. Granted it’s not 
the most revolutionary deviation from RPG 
doctrine, certainly not for BioWare, but when you 
take into account that it apparently took 12 full¬ 
time writers two years to build the script, and that 
The Old Republic is the size of five KOTORs were 
you to run each storyline in sequence (enough to 
reach to the Moon and back), you can get some 
idea of what a colossal undertaking it has been. 
More to the point, the cut scenes - while mostly 






concerned with relaying mission objectives and 
passing on subsequent thanks - add much to the 
sense that you are in a Star Wars adventure, as 
opposed to moving a character around a game 
that could easily pass as a vaguely more 
advanced Middle Earth were it not for squawking 
droids and Lightsabers. 

However, while you undoubtedly feel much more 
connected to the storyline of your character by 
virtue of it being relayed into your ears and face. 
I’m not sure it enhances the connectedness of 
the game itself, by which I mean it doesn’t really 
add to the fact that you’re in a world with 
hundreds of other people - and, more importantly, 
paying a monthly fee for being there. Part of the 
problem is that the game issues you with 
companions as you move through your hero’s 
story. These robots, aliens and humanly sidekicks 
are to all intents and purposes pets - NPC attack 
dogs most of the time, but also very useful 
outside of combat. 

Since such blue collar tasks such as skinning 
hides and digging for crystals is below even a 
humble Jedi, let alone a Sith warrior, it makes 


iSWTOR \s the 
size of five 
KOTORs, were 
you to run 
each storyline 
in sequence - 
enough to 
reach the moon 
and back^ 


sense to shift crafting duties to your retinue of 
companions, which is what BioWare has done. 

It’s all very clever, great and lovely and I have no 
issue with companions in terms of what orders 
you can give them. What irks me is that since the 
companions are handed out through each class’ 
storyline (of which there are eight you’ll recall), 
when there are hundreds of people running 
around the same areas, all at roughly the same 
stage of their development, you quickly spot the 
same companions as yours trailing behind other 
players. The net result is that you sometimes feel 
as if you’re passing through some kind of story 
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A REALLY LONG TIME AGO 


Set a mere 3,500 years before a pre-Vader Anakin 
decides to go all angsty teenager, TOR picks up the 
story 300 years from where BioWare last left the 
Knight of the Old Republic series. The Sith Empire 
has returned, which means bad news bears for any 
peace-loving Republic hippies out there and it’s up 
to you to join the fight for either side. 
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production line, which inclines me to suggest 
that BioWare has replaced the level grind for a 
storytelling one, very enjoyable though it is to 
play through. 

BRING ME THE HYDROSPANNER 

Which brings me on to the nuts and bolts 
of the game, on which I must report that 
were you to strip away the very intricate, 
comprehensive and almost convincing story. 
The Old Republic would be revealed as a 
derivative of genre champion World ofWarcraft, 
or rather (because I’ve not played WoW for many 
years). Rift (which I have, but not for many 
months). This is where I should probably declare 
that I’m not normally a fan of the WoW/Rift MMO 
style, although I’m not averse to the concept 
of being herded through any game so 
long as it’s fun. My point is that if 
you’re familiar with WoW and its 



Don’t attack it! Vipers wfll 
swarm out and get you! - 
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many suiters, it won’t take long to get to grips 
with The Old Republic’s way of doing things. Of 
course if you like WoW and all things Star Wars, 
The Old Republic will have you living the dream 
for many years to come. 

For those who’ve avoided ‘theme park’ MMOGs, 
they go a little something like this: you start by 
choosing a side, class, sex and race, then once 
you’re flown to your starter area (which in The Old 
Republic is class- rather than race-dependent) you 
will find all the NPCs with symbols over their 
heads, accept their quests and attempt to 
complete them. This usually requires you to 
approach another NPC elsewhere, kill a certain 
number of lesser beings and/or find an item. 
Killing and quest completion rewards you with 
_ credits and experience points (XP). Credits 
are for buying better stuff and experience 
points transfer into levels, which award 
more powers and abilities to go along 
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your bar at the bottom of the screen. Lots of chit¬ 
chat; more missions, more killing, more stuff, and 
so on and so on until the level cap is reached. 

For the record, my characters are hovering 
around levels 25-30, which might not sound 
impressive to you, but I’m a slow adventurer due 
to being a completist when it comes to quests. 
Consequently it takes a lot for a game to keep my 
interest going past level 20, which is when I find 
repetition sets in. So far, so good. 

LONELY KNIGHTS 

There’s a lot to be said for standing on the 
shoulders of giants, especially when it’s done with 
confidence. The giants in this case are WoW and 
KOTOR, without which it’s hard to imagine SWTOR 
even existing. While it doesn’t quite eclipse either, 
what BioWare has attempted - not with total 
success - is to bring together the story-driven 
hero-centric offline RPG with the level-focused, 
group-centric grind of the online. I’d say it’s just 
about managed it. The cloned companions break 
the illusion, but in allowing party members to 
engage in one another’s storyline with its 
smattering of moral choices, BioWare might have 
hit upon a new formula that others can build 
upon. We shall see... 

As wonderful as the storytelling is and as 
watchable as the battles are (I’m not sure we’ll 
ever tire of seeing Lightsabers clashing), my 
problem with The Old Republic is that 
while there’s plenty to Justify the relatively-high 
cost of entry. I’m not yet 
convinced that there’s 
enough MMO gameplay 
to Justify paying a 
subscription. So far my 


ALTERNATIVELY 



Star Trek Online (po 

There’s always Star Trek Online to satisfy your 
alternative taste in sci-fi franchises, especially 
now that it is free to try out. It doesn’t hold a 
glowstick to SWTOR in terms of storytelling, but 
the space combat is more than decent and the 
away-team missions are improving all the time. 


I'm not yet 
convinced 
there's 
enough MMO 
gameplay to 
Justify paying 
a subscription. > 



experience of the multiplayer game has been 
limited to four-player flashpoints and heroic 
instances (which are well-crafted) and 16-player 
warzones that cycle between Just three single 
maps of point capture (which is OK), assault 
(pretty good) and capture-the-flag, aka 
Hutball (distinctly un-Star Wars). I know Jm 

there are bigger instances for me to find, M 
but as the 30-day ‘free’ period expires ^ 

and the subscription money starts being 
extracted, I can’t help but feel that my 
experience is far from what many would perceive 
as being massively-multiplayer - Quake III Arena 
had more variety. 

I will of course persevere. BioWare promises 
to keep the updates coming and the side of the 
game that most needs one - flying in space - is 
the side that I am both disappointed and excited 
by. Walking around your spaceship and interacting 
with companions (who all benefit from being 
couped up) has for me been one of the 
highlights of the game, while taking on 
^ the on-rails space missions has been the 
direct opposite. Hopefully SWTOR will 
make the Jump to lightspeed worth 
waiting for. In the meantime, forgive 
me - the treadmill beckons. 


Epic in story and scope, Knights of 
the Old Republic has a worthy successor, 
but one that’s difficult to recommend 
subscribing to. Richie Shoemaker 










V /\w/ • Prelude 

jvefy rebirth demands a prelude 

^ Rele^ased: Qfecember 2011 ■ Also for: Mac 
, ‘ Developer: Egosoft-Version: 1.0 

' egosoft.com 



THE X: SERIES WAS my first 
foray into more modern PC 
space games after my long 
exile in the console 
wilderness. The last 
space game I’d played 
before that had been the 
classic X-Wing Alliance way back in 
’99, at the height of an obsession that had taken 
me from the first Wing Commander game on 
Amiga, all the way to Herbert’s Dune novels. Star 
Wars and a hundred other sci-fi staples. Very little 
of that existed in the console world however, and 
so my latent geekiness slipped aside in favour of 
the sexy new 16-bit generation and, well... girls. 

Years passed, the girls faded into memory and 
I bought myself a gaming PC, ending my exile. It 
wasn’t long before the sci-fi itch set in, and I 
found the X: series. I grabbed the Gold Edition and 
played through X3: Reunion and Terran Conflict 
consecutively, easing my way past the series’ 
famed learning curve with judicious use of cheat 
mods and plot walkthroughs and eventually 
spending hundreds of hours carving out a vast 
business empire throughout the star systems of 
the X Universe - The Spire Protectorate. I had 
fleets of capital vessels that could scour a system 
clean in minutes, huge factory complexes trading 
munitions, drugs and components all across the 
galaxy and several alien empires and galactic 
corporations bent to my evil will. It was glorious. 

This is the X; Series staple - a huge universe of 
gate-connected star systems populated by several 
alien races and humans, separated from Earth in 


ages past after a conflict with rogue 
Artificial Intelligence, in 
which you can do 
pretty much 
whatever you want. 
The last game, 

X3: Terran Conflict 
saw Earth and the surrounding systems rejoined 
to the X Universe, and played out the conflict that 
arose as a result. 

Albion Prelude was announced mere days 
before its release as a surprise to fans, intended 
to bridge the gap in storylines between the events 
of Terran Conflict and Egosoft’s forthcoming 
reboot X; Rebirth. As an Argon (human) pilot, you 
begin Just after the destruction of the Earth Torus, 
which has led the Terrans to declare all-out war. 
The various factions and corporations of the 
X: Universe are taking action (or desperately 
avoiding it), and a new transport method is being 
constructed to replace the failing gate system - 
Galactic Highways. 

The plot alternates between the ongoing 
conflict with the Terrans and the early stages 
of the Highway networks construction. A new 
mechanic allows Terran and Argon attacks to 
force a change of system ownership, and as 
the game plays out you are called to defend 
Argon sectors and assault Terran ones, hopefully 
pushing back the frontlines and reclaiming 
systems for the Argon. You will also undertake 
resource gathering and combat missions to help 
build and protect the Highway, which reward you 
with cash, ships and technology. 









The universe is vast and 
the economy just as robust 
as its predecessors 


The game itself is essentially Terran Conflict 
2.0 - the universe is, by and large, the same, 
with a few extra systems added and one or two 
removed for plot reasons. Several new ships and 
stations have been added, alongside new scripts 
adapted from the active mod community, and 
enhancements to the graphics engine in both 
draw distance and lighting. The Ul has some 
minor usability improvements and new features, 
among them a working stock exchange featuring 
corporate stocks and goods futures which is easy 
to understand and get to grips with, and will 
provide a useful source of income for new 
players. There is only one gamestart option that 
allows access to the plot, with several other 
full-sandbox starts provided for those who 
want to skip the story. 

FIND YOUR WAY 

The flight tutorial is clear but basic, leaving 
you to find out about the various modules and 
upgrades yourself, which is where the difficulty 
starts to kick in. Early combat will be quite 
frustrating; leading targets with the basic Mkl 
Fight Command software found on most ships 
can be difficult, but pick up and install a Mk2 
variant and the computer takes over the lead, 
making you far more accurate and combat 
significantly easier. But at no point are you told 
that there’s a Mk2 version, or where to buy one, 
and only by painstakingly checking each station 
to examine its stocks and prices will you discover 
that they exist at all. 

The economy will also cause frustration early 
on. You’ll notice obvious resource gaps as you 
travel the universe - NPC goods trading is 
intentionally spotty, silently pushing you to set 
up your own traders and stations to stabilize the 
market. It’s often far easier to produce your own 
goods than rely on them being available when you 
need them, and the truly industrious will build 
huge factory complexes where all primary and 
secondary resources are produced internally. 


Flying Saucers... rumour has it 
they have a base somewhere... 

% 


> 

__ /T\ 







. - 

■ J 




POST 2942 


The Terran Conflict 
escalates into full-scale 
war after the destruction 

of Earth’s orbital Torus, and a new mode of galactic 
high-speed travel is beginning construction as the 
old gate network begins to crumble. Take command 
of a starship and experience the final days of the 
X-universe as we know it. 






consecutive plotlines that drove player interest and 
gave some meaning to the creation of your empire; 
it gave you stories to set your own story against, 
and enough of them that you could do so for the 
whole duration of your gameplay, even though it 
be hundreds of hours. As a separate entity 
from Terran Conflict, Albion Prelude has only 
one story, meaning if you do build an empire, 
it’ll be simply for the sake of it in an empty 
sandbox, with no storied goal to aim for past 
the end of the scripted war missions. Stations 
and ships will still offer generic missions as in 
Terran Conflict, but once the story is over there’s 
little drive to continue on. And crucially, none of the 
improvements found in Albion Prelude will carry 
over to an existing Terran Conflict game, so you’re 
forced to choose between the enhancements of 
Albion Prelude or the gameplay of its predecessor - 
you can’t have both. 

Part of me can’t help but think that Prelude 
would have been better as a patch that added the 
upgrades and the war plot into Terran Conflict, 
rather than a stand-alone game. On the other 
hand, Egosoft has a long-standing relationship 
with its mod community, and in a way this feels 
like its gift to them - an upgraded blank canvas 
to do with as they wish while the X: Series moves 
in a new direction. 


Albion Prelude is a welcome surprise forX; Series 
fans. With some excellent enhancements and new 
features, it disappoints only by virtue of its separation 
from its parent game. Stuart Griffin 


eliminating transport needs entirely. This costs a 
lot of money, and coupled with the learning curve 
and scarcity of early finances, it can be tough to 
proceed at times. 

Once you get past that learning curve, however, 
Albion Prelude is as wide-reaching an experience 
as the previous games, taking the best of Terran 
Conflict and adding a little extra polish. The 
universe is vast and the economy just as robust 
as its predecessors; that alone could easily 
account for hundreds of hours of gameplay, while 
the storyline is a little less punishing than earlier 
plots, making it more accessible. 

Where Albion Prelude suffers most, unfortunately, 
is in its disconnection from Terran Conflict. While 
the sandbox gameplay is undeniably present in 
spades, the single ‘war’ plot can only drive the 
player for so long. Terran Conflict had multiple 
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Anniversary 

The game that destroyed 
the PCs dominance of the 
FPS is back and looking 
better than ever 







WHEN YOU COME TO a series as late as I have 
playing Halo, you appreciate efforts to offer a 
new point of entry that only a glossy retelling can 
provide. George Lucas knows this better than 
anyone, for while he may have tinkered a little too 
much with the old Star Wars film trilogy over the 
years (notably via those damnable prequels), it’s 
hard to deny that shining them up with his magic 
sleeve whenever a new video format establishes 
itself has been a good thing, both for his pension 
fund and in attempting to educate those who 
might have assumed Star Wars was a brand of 
Lego long before being a movie series. 

While Halo Anniversary is primarily aimed at 
those wanting to rekindle an old love on newer 
hardware and to keep the fires burning for Halo 4 
later in the year, for me this remodelling of the 
first game in the multi-million-selling series offers 
more than a belated introduction; it offers a stab 
at redemption. 

You see I’ve managed to build up a sizable 
stock of animosity towards the Halo series over 
the years (almost as much as for Star Wars 
prequels). I keenly followed its development in 
the early days, championing it to all who would 
listen, but when it was announced in 2000 that 
the game would be diverted from PC to some 
new Microsoft toybox, a long-standing grudge 
was born as I steadfastly and contemptuously 
refused to play a shooter using anything so 
imprecise as a console gamepad. I’ve managed 
to avoid Halo and its sequels ever since. Yes, all 
rather petty really, especially given how much time 
and money I’ve spent watching Trade Federation 
droids being sliced apart. 


Truth be told, engaging the Halo's venerable 
bad guys on home turf wasn’t the most 
impressive start for what is supposedly one of 
the best games ever made. They may be hellbent 
on humanity’s destruction for whatever reason, 
but Halo’s chattering, snorting goblins have to 
be the least intimidating aliens in gaming history, 
made bearable only because they at least have 
the sense to hang around the bigger Jackals and 
Elites for inspiration - which is when it clicked 
that Halo might have some genius to it. 

Together the Covenant forces provide a 
surprisingly diverse challenge that could almost 
be described as co-ordinated. The Grunts blunder 
ahead when numbers are on their side or when 
supported by higher-tiered Covenant dudes, only 
to run away arms aflail when the situation 
becomes dire. Conversely, the strident Elites, 
when faced with certain death, charge at you in 
do-or-die fashion, which can be something of a 
problem when you’ve just spent an entire clip to 
strip away its shields. Thank goodness for the 
butt of an assault rifle. j 



BETTER LATE THAN NEVER 

Despite having never visited the titular ringworld, 
nor any of the other locations across which the 
revered protagonist Master Chief and his 
Covenant enemies have since come to 
blows, it didn’t take long to feel at home i 
aboard the Saluco-esque Pillar of Autumn as ' 
it rushed to escape the Covenant’s incessant 
destruction of UNSC colonies. Marine banter 
from Aliens was duly re-enacted as the Master 
Chief emerged from hypersleep. Just in time to 
fight back the pantomime hordes of Covenant 
Grunts that have come aboard. 


j 




Improbable rock formation - check 
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It doesn’t take long to learn that the key to 
survival isn’t about bombing forward all guns 
blazing (although that strategy does have merits 
in some instances), but in darting from points of 
cover to catch the enemy in lethal kill zones or 
pick them off from a distance. 

Halo doesn’t offer much that’s new in terms 
of enemy Al or how you approach each situation, 
and probably didn’t back in 2001 either, but what 
it has is a full set of well-executed and varied 
combat experiences; from the familiar distraction 
of driving Halo’s famous Warthog, to clearing 
increasingly monotonous rooms and 
corridors. The appeal here is that you 
can go from dark and 
constricted interior 
battles to sprawling 
outdoor ones with barely 
a loading screen to break 
the flow, and while you soon 
manage to work out the attack 


patterns of the enemy, and tire of the templated 
layout of many of the levels, by the time you think 
you’ve worked things out, a new enemy appears 
to put you back in your place. 

SPOILER OF WAR - ALERT! 

The arrival of the Flood (which wasn’t something 
I was expecting, I must admit) offers not just a 
change of pace but an interesting twist on the 
zombie virus trope that has become a little over¬ 
familiar in recent years. Gruesome and relentless, 
the Flood is driven to assimilate all sentient 
life as quickly as possible. Covenant 
included, which make for some 

interesting scenes later in the game 
when they both cross one 
another. Not ones to hold back to 
avoid injury, the key to keeping 
the Flood at bay is to move 
fast - usually in the opposite 
direction - and hope you have 





ALTERNATIVE!^^ 

Metroid Prime (go 

Halo may have been the game 
that proved that console 
shooters could keep up with 
their PC contemporaries, but it 
was Nintendo’s Metroid Prime 
that suggested they didn’t 
always have to follow in every 
single footstep. 


enough ammunition. 

It’s at this point 
you realize just how 
carefully the developers 
approached the issue 
of Halo’s fairly thin 
arsenal. Being limited 
to carrying two 
weapons was hardly 
new, even in 2001, but 
in making each one 
useful in almost every 

arena of the game means that weapon choice 
can largely be about the weapon you want to 
use rather than some notion of what you should 
be using. The standard-issue pistol, so often a 
weapon of last resort in most games, is, in the 
hands of Master Chief, a devastating handgun 
that it’s hard to leave behind. The Covenant 
equivalent isn’t too shabby either. Likewise 
grenades, which in some games you often forget 
you even have, in Halo are a necessary tool for 
thinning out the enemy. That it was a system 
designed specifically for the crude console 
controller and works as well as it does must 
rank as one of Halo’s crowning achievements. 

RE MASTERED CHIEF 

Given that its guts are a decade old and have 
been dissected and cloned by countless other 
games since, Halo doesn’t play as old a game 
as you might expect. Sure it lacks a few FPS 
refinements and every gimmick it might have 
claimed as its own has long been worn down by 
over-familiarity (driving the Warthog isn’t nearly as 



much fun as I was lead 
to believe), but aside 
from the overly- 
templated level design 
and a couple of hours 
of frustrating back¬ 
tracking and getting 
lost in the middle third 
of the game, the 
experience holds up 
remarkably well 
against young guns I 
ike Crysis and Gears of War. Of course the new 
graphics engine that neatly overlays the old 
(you can switch between them by pressing 
‘back’) is a significant factor, but I’m not 
ashamed to admit that I once found myself 
playing with the old graphics active for a good 
hour or so before noticing the game looked 
duller than it should. If that’s not a good 
indicator of how well the game plays, I don’t 
know what is. 

While I wouldn’t quite call myself a fan Just 
yet, I would be more than willing to give the 
sequel a go if it arrived in Anniversary form. 

After all, what’s another two years when 
you’re already a decade behind? Now, if you 
don’t mind I’m off to book my ticket to see 
The Phantom Menace in 3D. 




A decent story with a welcome twist and combat 
that is as satisfying as it is timeless, in spite of some 
tedious trudging across old ground. Halo deserves to 
retain landmark status thanks to this graphically-evolved 
edition. Richie Shoemaker 











Starbase Orion® ^ 


A vast, meandering strategy game 
of grand empires and conquest 


Release date: October 2011; Developer: Chimera Games; Version: 1.0.4 
chimerasw.com/starbaseorion 


THERE’S SOMETHING ABOUT THE vastness 
of space that makes it a ripe setting for 
strategy games. The infinite, black expanse can 
be daunting to some, but to others it’s a blank 
slate full of possibilities, a canvas upon which 
to write the legends of your galactic conquest. 
Starbase Orion is imbued with such an epic 
scope that trying to fit it into anything smaller 
than an entire galaxy would be futile. 

The game is a turn-based strategy title that 
sees you building, maintaining and expanding 
your galactic empire. You’ll conquer star systems, 
build new weaponry and engines capable of faster 
than light travel, invent new foodstuffs, dig for 
minerals and wipe any resistance from the 
universe forever. You choose one of five races, 
from middle of the road Humans to the tusked, 
warlike leather and the collective consciousness 
known as the Vass. Each race has its own 
detailed back story, its own strengths and 
weaknesses and its own reasons for spreading 
out across the stars. 

If none of them take your fancy, you can build 
your own, creating a race that matches the way 


The Cyban race has 
the power of perfected 
math on its side 


you want to play the game by assigning points to 
a variety of different attributes. Once you’ve 
picked, or built, your species, you’re dropped into 
a giant, grid-based star map and told to forge 
yourself an empire. This is where Starbase Orion 
will become your new favourite way to waste a 
few hours; or you’ll give up, exasperated and lost, 
befuddled by the sheer scope of the task the 
game has given you. 

There’s a comprehensive in-game tutorial that 
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will lead you through the intricacies of the system, 
but at its most basic level, Starbase Orion is 
about the fabled 4Xes that its inspiration. Master 
of Orion, was famous for - exploration, expansion, 
exploitation and extermination. You explore 
neighbouring star systems, expand your empire, 
exploit natural resources and exterminate your 
opposition. From afar, you’ll micromanage your 
corner of the galaxy, starting with the most basic 
of things, like making sure everyone gets fed, all 
the way up to creating humongous, death-spewing 
warships that fire out searing-hot jets of plasma. 



SPACEWALK THE LINE 

Before you can fight though, you’ll have to find 
someone to fight with. It’s perfectly possible to 
play out an hour of the game before you’ve even 
had your first skirmish. Scout ships, your 
speediest vessels whose Job it is to search out 
habitable planets, flit between the stars in a 
couple of turns, but your bigger ships can take 
twice as long. Starbase Orion walks the 
dangerous line between epic and ponderous, 
between vast and empty. Even on a small map, 
there are more than 20 star systems for you to 
colonize, and on the largest nearly a hundred. 
This is strategy on the grandest of scales, but 
at times it can feel as if you’re only a spectator 
to the cosmic twists and turns that are unfolding 
in front of you; not so much the head of an 
interstellar empire as the inept back seat driver 
of a plodding space-donkey. 

For those who are willing to lose themselves 
in its long game, Starbase Orion is a rich and 
rewarding sci-fi experience. It doesn’t have the 
immediacy of an action title, nor the insistent 
militarism of an RTS, but it makes up for those 
in its imaginative spectacle. When the pacing is 
right, and you’re watching your empire spread like 
wildfire over a galactic cluster, it’s as if you’re 
drawing your name into the make-up of the 
galaxy, burning your story across the breadth 
of an enormous sky. 


A deep, slow-moving strategy title. Some will find 
it too daunting, and its pace too sluggish, whilst others 
will lap up its rich universe and epic scope with aplomb. 
Harry Slater 
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Probably not Humanity’s best ally, judging by 
the skull attached to his chest. Or her chest 











Aliens: Infestation® 

They're coming out of the walls in this 2D shooter 

Released: October 2011 ■ Developer: WayForward Technologies ■ Publisher: Sega ■ sega.com/games/aliens-infestation 






IT’S FITTING IN A way that Aliens: Infestation, 
a game that relies heavily on the tropes and 
traditions of late-’80s design, has finally 
managed to capture the feel of a film released 
in the heart of that heady decade. Casting you 
in the role of one of a squad of marines sent in 
to investigate the abandoned USS Sulaco, the 
game plays like a classic Metroid title, albeit 
one infused with all the panic and desperation 
you’d expect from an Aliens game. 

The first 10 minutes are strangely, 
uncomfortably empty. You wander through the 
deserted corridors of the famous space ship, 
nerves all a-jangle, fully aware that soon, 
something is going to burst out of a grate, or 
a door, or from under that table. In true Aliens 
fashion though, when something does finally 
fling itself down at you from the ceiling, it’s a 
frightened cat, not an acid-slavering xenomorph. 

In fact, the titular aliens are surprisingly absent 
for a large part of the game, only rearing their 
elongated heads after you’ve dispatched a few 
robots and got used to the combat mechanics. 
When you are finally set upon, it’s a brutal and 


breathtaking experience. The aliens here are fast 
and savage, and a single one is more than 
capable of killing an unwary marine. You 
have guns, grenades and an evading 
roll at your disposal, but they all 
feel flimsy and inadequate in 
comparison with the lithe, 
lightning-quick creatures that 
are bearing down on you. 

The dank corridors quickly 
become bottlenecks, 
as you strive to make 
it out alive. 

You have a limited 
number of marines at 
your disposal, and 
once one of them is 
dead, unless you can 
save them from one of 
the alien hatching rooms, 
they stay dead. It’s a cruel 
way of dealing with jhe different marines 

continues and extra their own personalities, lines 

lives, because you’ll find 


of dialogue and attitude 







ALTERNATIVELY 


yourself becoming attached to the individual 
characters, which makes their untimely demises 
that much harder to deal with. Aliens: Infestation 
is tough too, unrelentingly so, and it’ll chew up 
and spit out a team quicker than acidic blood 
burning through steel. 

For some, the difficulty curve is going to be 
too steep. Modern games have taught us that 
space marines are tough, virtually indestructible 
machines of war, but here they’re soft and 
squishy, all too ready to get mauled to death. 

The pace will likely be too plodding for others, 
especially with backtracking and key finding the 
order of the day. More still won’t like the 
limitations the game puts on the number of guns 
you can carry, or the way you can only add new 
marines to your squad if there’s a space free. 

These are only minor quibbles though, because 
\Nhat Aliens: Infestation captures perfectly is the 
atmosphere of the Alien films. Your back is up 
against the wall because you’re fighting the 
perfect killing machine. This isn’t about victory, 
about wiping out a race or securing an objective, 
this is about getting out of an impossible 
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Shadow Complex (xbla) • • • - • 

Another Metroid clone, this time built with Epic’s 
Unreal Engine 3 and based on the Empire novels by 
Orson Scott Card. It’s just as tough, just as large, and 
features an upgradeable battle suit that helps you 
unlock previously inaccessible parts of the huge map. 
Fun, violent and very pretty. 


situation whilst still drawing breath. You’re not 
a one-man army, you’re a scared soldier who’s 
blundered into enemy territory and is desperately 
trying to escape. 

Just another glorious day in the corps. 


Tough as old boots, and dripping in Alien lore, 

Aliens: Infestation is a brilliant hark back to the days 
when space marines were as likely to die as anyone else. 
Harry Slater 












id Software has been 
quiet for too long, 

f hich explains why 
it's angry 


Released: October 2011 ■ Also available: (Xbox 360, PS3) 
/Developer: id Software Publisher: Bethesda Softworks 
^ Version: 1.0.0.1 ■ rage.com 



IF FALLOUT 3 WAS a cake, it would be chocolate 
gateaux, but covered in lovely soft marshmallows 
to make eating it an obscenely rich experience. 

If Rage was a cake it would be a sponge one that 
someone had forgotten to complete, not even 
covered with icing. In other words, it would feel 
unfinished and a little disappointing. 

Pointless cake-based analogies aside. Rage is 
a Borderlands-y Fallout-y post-apocalyptic affair 
that purports to be open-world but in fact is 
really quite linear and small-scale indeed. The 
characters talk about changing the world and 
events of global significance, yet the whole game 
takes place within two small communities that 
have the exact same facilities as each other, and 
two Wasteland areas that contain a handful of 
bandit encampments and hardy outposts. 

The pre-story runs thus: the Earth is being 
threatened by a giant meteor and the government’s 
plan is to put a load of ‘good’ people in stasis 
pods, blast them into space for a bit then, when 
the dust has literally settled, get them back down 
and hopefully allow the human race to flourish 
once again. 

Hey, guess what? It doesn’t work and the world 
you emerge into is akin to London after the recent 
rioting, littered with psychotic bandits and rabid, 
gunk-spewing mutants. Fortunately for you there’s 
a friendly John Goodman-voiced Samaritan in the 
area when you get in trouble, who gets you started 
on the questing road, sending you out into the 
first Wasteland on a little blue dune buggy. 

Goodman and his gang introduce you to the 
action slowly, providing most of the services you’ll 
be using when the larger (in theory) settlements 
are visited. There’s the ubiquitous shop, the 
garage to repair your vehicles and a couple of 
people standing around who might occasionally 
offer you a mission. 

Once you’ve done a few missions for Goodman 
and the locals, you’re off to the veritable 
metropolis of Wellsprings, where you carry on in 
pretty much the same vein. Here you’ll now have 
access to a seedy bar, a place to enter races 
and all the mini-games that have been crammed 
in to provide some variety. They’re a good way of 
earning extra money, as you’ll need a lot of it to 
continually replenish your personal and vehicular 
ammunition and supplies. 





lount to 
1 , most 
the 


While there’s a reasonable amount to 
do in these islands of civilization, 
of your time will be spent out on 
battlefield, either driving to and 
from missions or actively 
getting stuck in with 
crossbows, machine guns 
and, later on, energy 
weapons. It’s where the 
game is at its most 
satisfactory, with a 
reasonable spread 
of enemies to 
implant with 
your lead. 

A lot of them 
will just charge 


PtAV<D 




right at you, requiring a swift shotgun blast to the 
face to despatch, but when they pick up guns, 
they’ll be diving in and out of cover, poking their 
heads out to take a pot shot or just plain fleeing 
in terror when you pop a few of their buddies. 

CHALLENGE PLEASE! 

Combat is far too easy when played on a PC, 
however. Rage is a game designed with 
controllers in mind and therefore the sniper rifle 
will be your constant companion when using the 
mouse. Even on ‘Hard’ difficulty level, you’ll be 
finding nearly all situations a breeze, and if you 
do ever get into trouble, there’s the implausible 
bandage item to instantly patch you up. Plus, 
there’s a self-defibrillation system built into your 
character, which means that even if the bandages 
don’t help, you get another chance at life. 

Another problem with the combat is that. 


ALTERNATIVELY /- 

y Not all of Rage is 
outdoors, and the bits 
where you venture into 
dark, rusting complexes 
evokes memories of 
Metro 2033. It might be 
a bit of a stretch, but 
both have a collection 
of distinct factions that 
you’ll need to take note 
of throughout the game. 


disappointing is that these draining gun fights 
often take place in some very interesting 
locations, like the Jackal group’s ramshackle and 
precarious shanty town or the complete shift to 
a sleek mechanical technosphere when entering 
the Authority’s territory. 

So there seems to be a mismatch between 
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towards the end, there’s a definite feeling of 
fatigue as numbers and hit points merely increase 
without offering any new tactics or challenges, 
save the occasional big boss or hulking super 
soldier. What’s most 


the ambition of the design work and the actual 
execution. There are so many ideas in Rage and 
yet the whole process feels far emptier than it 
should. Take the mini-games, for example. The 
Magic-style trading card one in particular is a very 













interesting addition, but there are only two 
opponents to play against, the only difference 
being one has access to the top-tier cards. 

It’s but one of the many ideas that could have 
done with a lot more development, and it’s where 
that silly cake analogy stems from. While a title 
like Fallout feels fully realized and its ideas not 
just put in place for the sake of it. Rage is the 
complete opposite. Even after seven years in the 
development process, it feels as if it could have 
done with a few more months in the oven. 

There’s barely one additional element that 
couldn’t have done with a lot more exploration. 
There are only five vehicles in total that you drive, 
and for 90 per cent of the game you’ll be using 
Just two of those - one in the Wastelands and 
one in the races. These latter events take place 
on a bare minimum of tracks nearly all lifted from 
the main Wasteland areas, and even then it feels 
as if modes such as ‘Rocket Rally’ are designed 
with multiplayer specifically in mind. 

Of more practical concern is the inventory, 
which is Just horrid and clearly not designed with 
a mouse in mind. And, of course, there’s the 
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texture load-in issue that many players, including 
your reviewer here, are still experiencing, which 
does a good Job of destroying any sense of 
immersion by constantly loading in textures right 
in front of your very eyes. 

Patches have improved the situation, but again 
it betrays the console focus of the project 
because if you move your mouse around slowly 
and steadily, the drawing in is barely noticeable. 
Do a quick turn and the engine huffs and puffs, 
struggling to keep up. 

NOT THE ID YOU’RE LOOKING FOR 

One possible reason for the lack of exploration of 
certain ideas could be a focus on DLC, something 
id did allude to a few times during the lead up to 
release. By placing all of these undeveloped 
elements in, they do buy themselves the chance 
to continuously build on top of them with extra 
content, although nothing has yet appeared at 
the time of writing. 

Unless this policy will provide whole new 
towns to explore and wastelands to conquer A 
on a consistent basis, it’s a decision that M 
has left Rage as a rather disappointing V 

shooter, on the whole. Still, it was nice to find ^ 
the surprising number of references to previous 
id titles in there, such as the mad loner in the 
wilderness who’s wearing a Doom 3 t-shirt, the 
bong in the second town area with the 
Cyberdemon from the cover of Doom II on it, and 
the boxes of Pinkies sweets which, when picked 
up, coaxes the famous monster’s deathly roar 
from the speakers. 

A final note on multiplayer, which is similar 
to the single-player mode in that it also feels 
less than substantial. Consisting of a few race 
modes and a set of co-op missions set in 
locations from the single player, it’s standard fare 
and doesn’t set the heart ablaze with excitement. 
It’s good that it’s there, but it’s effectively an 
afterthought, and could have been much better 
had it been two players, say, playing through 
the campaign together. 


Rage provides an initially nourishing experience, 
but it doesn’t last, ultimately becoming stale as it gets 
older. It might be a cliche, but you should wait for a price 
drop before making a purchase. David Brown 
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The sequel may be broken, but the blade 
of th^original is as sharp as ever . - ■ ^ 

Sword Of the Stars 

Complete Collection 

Released: August 2006 ■ Developer: Kerberos Productions ■ Publisher: Paradox 
Interactive / Lighthouse Interactive ■ Version: 1.8.0 swordofthestars.com 



IT TAKES TIME TO come to love a strategy game. 
You have to start with small steps, get a feel for 
it, then explore the complexity, learn to maximize 
your strategy for the most leverage with which to 
crush your opponent. The 4X style of strategy has 
been kept alive by games like Sword of the Stars 
and its peers, so it’s a little strange to return to 
a game that was initially released in 2006 while 
I (not so) patiently wait to review the sequel after 
its recent, horribly botched release. 

In many ways I’m emulating the experience 
many customers of Kerberos’ Sword of the Stars 
II: Lords of Winter are now having. The game that 
went out to download platforms like Steam was 
buggy, unplayable beta code and, as of writing, 
the game is still broken, on life support via weekly 
patches. To say sorry, Kerberos offered everyone 


free DLCs for SOTS II and a free copy of SOTS I 
to play in the meantime (alongside full refunds), 
a move that clawed back some of the respect it 
lost to the poor release. 

So here we are, circa 2006, and it’s time to 
take over the galaxy. Sword of the Stars is a turn- 
based 4X strategy game which features all the 
standard genre tropes: colonize planets, research 
technology to upgrade your ships and use said 
ships to give everyone else in the universe a 
damn good thrashing. Turns are divided into two 
sections, with the bulk of it being the ‘strategic’ 
turn - this is where you’ll do your colonizing, 
design your ships and work your way up the tech 
tree. There is no turn timer in the single player, 
and you’ll need to take careful note of each world 
as you colonize, adjusting sliders to emphasize 
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SIX TRIBES GO TO WAR . 

I -^ 

Featuring several story-based scenario 

missions that include unlikely alliances 

and quests for lost knowledge, each race 

(Humans, Liir,Tarka, Zuul, Morrigi and Hiver) 

has its own unique style of play and story 

to tell, while randomized events add spice 

to the universe. 



terraforming over initial industry on worlds with 
heavy climate hazards, or trade on well- 
established worlds. Your worlds produce 
Industrial Output (with the right balance of 
citizens), which funds your shipbuilding and 
research programmes. 

The second section is the real-time combat 
turn, where you control and manoeuvre the ships 
of your fleet in a semi-3D space environment 
against aggressors. This is where your 
ship designs are put to the test; make 
sure you keep up to date with the 
latest weapons and armour tech or 
you’ll be obliterated. Ships come in 
three sizes: Destroyers, Cruisers and 
Dreadnoughts, each comprised of 
three interchangeable subsections. 


Cruisers are the mid-late game workhorses, while 
Dreadnoughts are massive vessels, bristling with 
weapons that can swing an engagement. 

Research takes the form of the expected 
multiple-branching tech trees, viewable as if in a 
virtual 3D gallery (we’re in 2006, remember), and 
is randomized with every game, meaning that 
although you’ll always have the basic technology 
for your race, and access to a weapon 
branch, you cannot rely on any particular 
technology or strategy. This forces you 
to experiment with new techniques, 
making for decent replayability in the 
long term. That’s how it all works, but 
there’s something else, something less 
quantifiable about Sword of the Stars. 

I don’t often associate character with 








these games, but SOTS has it in spades, most 
obviously in the races. 

SOTS has six races in the Complete Collection 
- one each added to the stock four by expansions 
A Murder of Crows and Born of Blood, and each 
race has a different method of faster-than-light 
travel (and, consequently, ship design). 


DRIVE MIND 

The redoubtable Humans use Node Drives to 
travel very quickly along naturally occurring ‘Node 
Lines’ that run between stars. While they’re very 
fast in Nodespace, they often cannot take a 
direct route to their destination, instead having 
to traverse two or three planets to get to a 
connecting Node. The Liir, an aquatic race, use a 
Stutter-warp drive that teleports them short 
distances at great speed - they can travel quite 
fast in any direction, but are slowed down when 
passing close to planetary masses. The Hivers, 
an insectoid race, travel very slowly from star to 
star, but their fleets carry Gate-ships with them, 
L and once a gate is set up in a system, ships 
can warp in instantly. 

All this adds up to a very changeable 
W game experience. Humans can be behind 
r your lines before you know it; Hivers, once 
entrenched, can summon 
huge amounts of 


reinforcements from halfway across the galaxy. 

The Zuul create and must maintain its own 
Node Lines, the Morrigi are faster in a flock - 
every race has different characteristics and 
environmental tolerances that must be mastered, 
and they are all playable, so there’s plenty to get 
your teeth into. There’s also a decent diplomacy 
system; first you learn their languages, then you 
can form ‘Non-Aggression Pacts’ and ‘Alliances’, 
incorporate them fully into your Empire, or 
develop plagues and addictive narcotics to 
disrupt their morale. 

Then you throw random events into the pot. 
These range all the way from the mundane to the 
strange to the terrifying: marauding Von Neumann 
robots that steal resources and dissolve your 
ships, meteor showers, colony traps that drag 
your struggling ships to their deaths in the gravity 
well of the planet, ancient alien derelicts, bizarre 


Also, Space Dolphins! In Space! 
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In one game, a small flying 
saucer made its way across 
the map and announced 
that all build-ups to 
aggression were outlawed, 
and set about obliterating 
my defence fleets 

space life-forms... In one game, a small flying 
saucer made its way across the map and 
announced in a loud voice that all aggression, 
and all build-ups to aggression were outlawed, 
and set about obliterating my defence fleets (and, 
I hope, everyone else’s) with enormous ray-guns. 
Thirty turns later, when the police-saucer had 
finally left, the Al I had researched took it upon 
itself to rebel, stealing five of my systems to build 
its own little machine-empire smack in between 
me and the enemy Hiver front line. 

I swore. In fact. I’ve done that a lot while 
playing SOTS. I swore when I found out I was 
getting killed because I hadn’t researched and 
built Command Ships to increase my fleet size. 

I swore repeatedly early on trying to get to grips 
with the clunky interface and deficient tutorial. 


I still swear at the awful fixed-viewpoint rotating 
camera that inexplicably has no pan function {Star 
Ruler, you spoil me). It took me 14 hours of play 
and god knows how many games before I even 
began to feel as if I understood it. It’s also heavily 
invested with ’70s-esque sci-fi cheese, from the 
faintly silly and repetitive voice acting to the 
cartoony portraits and bright primary colours; 
playing SOTS can sometimes feel like being in 
an old, clunky, cardboard sci-fi tv-show. 

But some of us still like that clunky cardboard 
sci-fi, and if you can get over the cheese, the Ul 
and camera issues and absorb the ton of 
information you’ll need to play, you get a game 
quite unlike any in its class. The diversity in the 
playable races and available techs, along with the 
random encounters make the skirmish mode an 
almost unending series of surprises, and there’s 
also a decent selection of games with specific 
victory conditions and story-based objectives. 

Sword of the Stars may be a difficult game to 
get to know, but it has real character, and that 
gave it charm enough to melt even my stony 
heart. Now, about that sequel... 


Genuine character, cool real-time battles 
and a well-realized universe, provided you can 
past the clunky Ul and camera issues - but not one for 
those who like their Cheddar mild. Stuart Griffin 
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Deus Ex: 

Human Revolution 

Not a revolution, but a return to form 


Released: August 2011 
Developer: Eidos Montreal 
Publisher: Square Enix 
Also available for: PC, X360 
deusex.com 
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DEUS EX: HUMAN REVOLUTION is a game of 
many things. Running and gunning. Hiding and 
sneaking. Computer-hacking and schmoozing. 
The only concrete way to describe the game is 
that it is what you want it to be. The ability to 
tackle objectives at your discretion is what made 
the original Deus Ex such a landmark title and 
the comparative dearth of player choice is what 
made the 2004 sequel such a disappointment. 
Fortunately, the seven-year hiatus seems to have 
done the franchise well - Human Revolution is a 
return to form. 

In the not-too-distant future of 2027, biotech 
firm Sarif Industries is an industry leader in the 
production of cybernetic limbs and organs, which 
greatly enhance the functions of the body parts 
they replace. This creates tension between 
unaugmented civilians and those who choose to 
take advantage of the artificial enhancements. 

It is in the midst of this culture clash the game 
drops you into the engineered extremities of 
Adam Jensen, a security guard at Sarif. 

After close to 20 minutes of exposition that 
sets the complex backdrop of Human Revolution, 
terrorists attack the complex. For a game that 
prides itself on freedom of choice, it would be 
easy to come away with the wrong impression - 
the first level of Human Revolution is little more 
than a heavily scripted shooting gallery that 
railroads you through to the end. 


Fortunately, as the tutorial level concludes, the 
actual game shows its true colours. As a result 
of the attack, Jensen is left crippled and his 
employer decides to augment him with the 
same products he was hired to protect. 

His new arms, legs and eyes will become 
crucial tools to getting to the bottom of the 
terrorist attack and the conspiracy that 
surrounds it. 

The cybernetic augmentations are more than 
a simple plot point - in fact, they are the 
centrepiece of the game’s mechanics. Jensen 
starts the game with a handful of enhancements 
activated, but there are dozens of additional 
augmentations that need to be turned on through 




Companies across the globe have developed 
cybernetic enhancements. However, competition is 
fierce - both between biotech firms with overlapping 
interests and terrorists that want to shut these 
organizations down - leading to conflict in this 
cyberpunk role-playing shooter. 













Praxis Points - upgrades that can be earned 
by accruing experience points or finding upgrade 
kits. These enhancements can be spent on four 
different types of upgrades (combat, stealth, 
hacking and social), enabling you to choose how 
you want to play the game. 

UP THE GRADES 

For example, arm enhancements enable you to 
steady your aim and reduce the effects of recoil. 
Conversely, you could pool points into hacking, 
which helps you takeover security systems, 
unlock doors and safes or read secured 
emails. The choice is left up to you. 

Human Revolutions does a good 
job of making upgrades 
hard enough to get 
that you have 
to seriously 
consider which 
path you’ll go 
down, but not 
so rare that you 



Jensen will be transported to 

various mission spots via helicopter N 


consistently feel underpowered or unprepared. 

The open-ended mission design fully 
encompasses the various styles of play as well. 
You’ll always have a number of avenues to 
complete a mission, but every once in a while 
you’ll come across an obstacle that could have 
been cleared more easily if you had gone with 
a different upgrade - you’ll find doors you could 
have hacked open if you had better computer 
skills. Jumps you could have cleared if you had 
sprung for the leg enhancements or side 
entrances you could have accessed if you 
brushed up on your social skills. It isn’t 
frustrating - rather, it makes you fully 
appreciate the customizations you perform 
over the course of the 30-hour game. 

As mechanically sound as the game’s world 
design is, perhaps even more impressive is 
how well thought out it is in a narrative 
sense. The cyberpunk setting is 
Adam Jenson takes out a wonderfully realized by a cohesive plot, full 

enhanced halitosis of foists and turns. The game oozes lore 
don’t pick up in conversations 






ALTERNATIVELY 

Alpha Protocol 

(PC,X360,PS3) 

Deus Ex: Human 
Revolution, sans the 
sci-fi setting and polish. 
Obsidian’s spy caper is an interesting concept that 
has you playing as a modern-day secret agent that 
bears a number of similarities to Human Revolution. 
However, an overwhelming number of bugs makes 
Alpha Protocol hard to recommend to anyone but 
die-hard espionage fans. 


with other characters, you can catch through 
televised newscasts, newspapers, hacked emails 
or ebooks. The world feels as if it’s alive - a far 
cry from the other shooters that are designed 
to be a corridor shooting gallery, rather than a 
believable environment. 

MASTER UNDERCLASS 

Human Revolution is a high-concept masterpiece, 
but it stumbles a bit on the basic mechanics. Some 
elements work well - such as the third-person cover 
system - while others are off-putting. Shooting 
never feels quite right and the controls don’t 
conform to genre standards. That isn’t necessarily 
a bad thing, but it does take getting used to. 

Making precise movements can similarly feel 
awkward, which can be especially detrimental 


depending on the upgrade route you take. 

The enemy Al is painfully dumb as well. In 
stealth games, this is to be expected to some 
degree - getting caught trying to infiltrate an 
enemy facility only to have the rest of the guards 
on the lookout for the remainder of the level 
would be unfair and not fun. However, there were 
countless instances where I would do things like 
knock out a guard, only to have the noise draw 
another terrorist to the same location where I 
could easily do the same to him - and then have 
yet a third guard come do the same exact thing. 

And for a game that prides itself on choice and 
freedom, the boss fights stick out as particularly 
contrary. Forcing you to fight certain characters 
to the death in one-on-one combat is just a poor 
design choice - especially considering a 
significant number of players could be going 
hacking or stealth routes, leaving them woefully 
unprepared for full-out combat 

Still, these complaints are negligible given 
the overall individuality of Human Revolution. 
While the game may not be the revolution its 
subtitle promises, it’s an excellent return 
form for a franchise that has been losing 
relevancy over the past decade. 


A breath of fresh air in a genre that has 
grown stagnant over the past few years. Far from 
perfect, but more than worth the price of admission. 
Nick Gasse 
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ARVOCH ALLIANCE IS THE LATEST first person 
space shooter from long-standing indie studio 
StarWraith 3D Games, also responsible for the 
Evochron series of space sims. The Arvoch 
games take place in the same universe as the 
Evochron games, but are distinct in themselves - 
so while Arvoch utilizes many of the same 
mechanics, gameplay and ships, it provides a 
story-led, mission-based space game as opposed 
to Evochron's open-ended, E//te-esque exploration. 

Like the Evochron series, Arvoch Alliance has 
some notable differences to many of the other 
space sims on the market - differences that lead 
you to realize that many of them aren’t really 
space sims. Jump-gates and other mechanics 
are frequently used to ‘simulate’ the vastness 
of space, but often leave us Last Starfighter- 
wannabes longing for the huge empty voids of 
Elite and its peers. Arvoch Alliance does not do 
this - in fact, it’s probably fair to say that both the 


Arvoch and Evochron games are the most 
‘realistic’ sims out there, thanks to their 
utilization of accurate Newtonian physics. Thrust 
can be switched off mid-flight, leaving inertia to 
carry you forward and allowing you to turn your 
ship mid-flight for a strafing shot, while a manually 
activated warp-drive helps you cover larger 
distances. Warp drains a lot of power, however, 
and you’ll find your shields and weapons need 
some time to recharge after a jump. 

Variable thrust and inertia add a tactical depth 
to the combat that other space sims lack, forcing 
you to use more and more of the ships capabilities 
as the game progresses. Careful management of 
your wingmen and ship’s equipment are equally 
important, and the game throws the occasional 
curve-ball your way to spice things up a little, be 
it by making an atmospheric descent at speed, 
risking burning up, or dropping out of warp a few 
hundred metres off your home carrier to make it 
















ALTERNATIVELY 


The fashion these days tends to favour the sandbox space 
sim shooter ahead of the more linear mission-driven games, 
which makes Arvoch a rare breed. To play more of the same 
you probably have to go all the way back to the venerable 
FreeSpace series, or rather the freely available and always- 
updated source-code project edition. 


into the docking bay before the colossal beast 
leaves the system. During combat, you will need 
to manage both shield and weapon power 
simultaneously, readjusting your directional shields 
with the numerical keypad to plug holes and 
altering the power balance to emphasize shield 
or weapon recharge as the situation demands. 

THE POWER OF ONE 

Thirty unique missions, ranging from the usual 
shooting of distant spaceships to planetary 
strikes, mining and building operations, play out 
against the backdrop of the conflict provoked by 
the return of the evil Vonari, while a mission 
editor and ‘instant action’ generator pad out the 
offering by allowing the creation of user 
scenarios and Jump-in 
combat, for those days 
where you just feel like 
blowing stuff up. 


StarWraith 3D Games is a one-man studio, 
and as such it’s impossible not to respect and 
appreciate the hundreds of hours of passion and 
work that goes into the creation of the Evochron 
and Arvoch games. But playing in a one-man band 
can have its disadvantages, and though Arvoch 
Alliance has a great deal of charm, there are plenty 
of flaws to get past before you begin to enjoy it. 

Equipment and ship management is opaque 
and (in contrast to the excellent tutorials) never 
clearly explained; equipping your own ship is 
simple enough, but the drag-and-drop system 
of wingman ship-selection doesn’t allow you to 
upgrade their equipment - just the ship they pilot. 

The graphics engine is serviceable 
but very basic, though the 

planetary environments 
are a lovely touch, 
and the cinematic 
camera seems intent 
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shortly after. Difficulty spikes are commonplace, 
and your wingmen are so inept that you often end 
up taking forever shuttling between the next 
waypoint and the carrier while you repair the 
survivors, or heading towards the later sections of 
the mission with only half (or worse) an escort, 
making the game much more difficult. 

Arvoch Alliance is, in a way, a gateway game. 
While playing you will inevitably feel the urge to go 
off exploring the galaxy, but because you’re tied into 
the mission, it will be pointless - and so you’ll start 
thinking about the open-ended Evochron series. 

This is in no way a bad thing. It may be clunky at 
times, but this is a game built out of sheer, 
unshakeable love for the genre, and for that alone 
it deserves respect. That it happens to be fun and 
clever makes it all the more compelling. 


Flawed yet inspired, Arvoch Alliance is a worthy 
addition to the series that could, with some more polish 
and a fresh lick of paint, square up to the best of its 
contemporaries. Stuart Griffin 


on pointing at wherever the action isn’t. The 
cockpit, and consequently the viewpoint, never 
changes regardless of which ship you fly and is 
embarrassingly archaic, looking like something 
out of a bad ’60s sci-fi flick and making some of 
the display readouts unnecessarily difficult to 
read. During combat this is exacerbated by the 
fact that energy weapon hits have an inertial 
impact, meaning if you take a hit, your ship will 
shake all over the place and your inertia will be 
displaced. This makes it very difficult to fight 
back, and in a game where control of inertia is 
key, it leads to plenty of frustration as your attack 
runs are ruined again and again. 

Ships are fragile, and your wingmen even more 
so. The limited selection of command options do 
their job, but after a while you realize that ‘attack 
enemies’ simply spreads their fire ineffectively over 
multiple targets - something the enemy doesn’t 
do - leading to their swift annihilation and yours, 
overwhelmed by fire and unable to even control 
your ship, let alone read your tactical display. 
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Released: August 2010 
Developer: Blind Mind Studios 
Publisher: Iceberg Interactive 
Version played: 1.1.0.0 
starruler.blind-mind.com 


Star Ruler o 

Massive real-time 4X space strategy 
with oodles of customization 



IN STAR RULER SPACE IS BIG. Actually big’ 
doesn’t really cut it. Huge. Massive. Monstrous. 

All of these describe Star Ruler. Random system 
generation is a common feature of 4X strategy 
games, creating whole new galaxies in an instant 
for budding Galactic Overlords to explore and 
conquer - but only Star Ruler does it on such an 
incredible scale. The game can generate up to 10 
thousand individual star systems, and on top of 
that you can edit the average distance between 
stars, variance in cluster formations, number and 
strength of independently inhabited systems and 
distribution of enemies/allies across the map - 
and this is before you’ve started tweaking the 
economic and research basis upon which your 
vast empires are founded. 

With six different galaxy types to choose from, 
each with the option to flatten, and modifiable via 
several different variables, it’s safe to say that 
Star Ruler has a good range of 
customization options. And this is 

just the map - when you take into BACK'DROPPED 


Territorial clashes flare up 
with surprising frequency 

O / 


account the thousands of 
potential ship designs, the wide ^ 
range of Al types and the small but 
vibrant modding scene, it’s a fair 
bet you’ll be playing Star Ruler for 
a long, long time to come. Steam 
tells me I’m at 97 hours at the 
time of writing, and I still feel as if 


Star Ruler has no real 
story to speak of - the 
names of the alien 
empires you encounter are 
randomly selected, and the 
differences between them 
determined by Al type. The 
emphasis is very much on 


I’ve barely scratched the surface. 

You might imagine that this vast complexity 
would come with an equally large learning curve; 
4X strategy games are known for being 
complicated and sometimes Just reading the 
manual for one can feel like taking a degree in 
applied physics. Despite this seemingly huge array 
of things to learn. Star Ruler is surprisingly easy to 
wrap your head around. The game’s economic 
system is simple but effective: planets are mined 
for Metals, which create 
Electronics, which in turn create 
Advanced Parts. Your planetary 
/ populations are kept happy and 
docile by the production of 
Goods and Luxuries; without 
enough toys to play with, the 
population’s mood (and 
consequently their production 
speed) will plummet. Metals, 
Electronics, Advanced Parts, 


Spider tank 
armada is go! 










Goods and Luxuries are all transferred to your 
‘Galactic Bank’, where they can be redeployed 
across your empire to build planetary structures 
or vast, galaxy-crossing star ships. There is also 
a system of Civil Acts, from Forced Labour to Tax 
Breaks that allow you to emphasize particular 
aspects of your economy that may be lacking, 
or simply to give your billions of needy citizens 
a well-earned break. 

Once a world is colonized, planetary structures 
can be laid down manually, or you can utilize an 
array of ‘Planetary Governors’ that will 
automatically build structures appropriate to their 
role - dedicated Mining worlds or Electronics 
worlds, for example - which the Governor will 
then keep up-to-date with the latest technological 
improvements. The Governors are a boon for 
those who prefer not to micromanage every tiny 
aspect of their empire, allowing you to 
concentrate fully on fleet construction and 
exterminating your rivals. Planets themselves 
are often subject to environmental effects such 
as particularly rich mineral deposits or neutron 
bombardment from the system’s star, giving each 
planet its own challenges or bonuses when it 
comes to colonization. 

Exploration will inevitably result in contact and 
conflict with other races, as well as ‘Remnants’ - 
the lingering relics of a long dead race that still 
haunt certain systems. Remnants act as a 
barrier to expansion, forcing you to overcome 
(and occasionally, repurpose) their superior 
technology before claiming the system. To do 
this, and to put those same ships to work 


Yes, you 
can blow up 
stars, and 
that alone 
should give 
you some 
idea of the 
scale of 
Star Ruler 


Starcraft II: 
Wings of Liberty 

(PC, Mac) 

Sequel to the game that went 
global as a spectator sport, 
Starcraft II sees series hero 
Jim Raynor fighting both the 
Zerg and the Protoss, as well 
as the evil Emperor Mengsk, 
while the future of the galaxy 
hangs in the balance. Rock 
solid top-down RTS gameplay 
from the masters. 
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against your more prosaic enemies, you’ll need 
to design some ships. 

Ship design is the gem at the heart of Star 
Ruler. The hefty technology trees unlock a large 
variety of systems, and ships are constructed 
part by part from the ground up, instead of 
plugging together modular sections. You’ll need 
engines, fuel cells, power generators, bridges and 
life support for the crew, ammo storage for 
ballistic weapons, armour and shields - dragging 
them into position on a 2D layout of your ship via 
fairly simple menus. When your ships see their 
first combat, you’ll see just how effective your 
design was: all motion in the game is Newtonian, 
and all damage is directional. 

First shields, then armour will fail under fire, 
then the vessel will start to take structural 
damage, beginning with the outer systems. If a 
ship takes a hammering on the port side, you’ll 
first see the weapon batteries along the port edge 
fail as the damage moves through them, to the 
vulnerable power and fuel systems in the centre. 
Redundant parts can add longevity to a ship, 
bolstering vulnerable systems with bulkheads 
or emergency power sources, or enhance more 
direct strategies with extra weapons or engines 
on vulnerable external mounts for a last-ditch 
boost. Orbital stations can be constructed for a 
variety of purposes, along with mining vessels 
and industrial ships to further enhance your 
economy, while stats and DPS can be compared 
to perfect your strategy. 

Is your opponent fielding heavy, self-repairing 
armour? Pour some research into Muon Cannons 
and bypass his armour, damaging the structure 
and subsystems directly. Has he built hundreds 
of heavy defence stations in orbit? Add long-range 


targeting sensors to an existing design to make 
a sniper variant, then sit at range and watch him 
rage helplessly as they pop one by one. Populate 
a small, useless planet with stations of your own 
attach a planetary thruster and send it wheeling 
slowly into your opponents system, while you sit 
back and laugh at the ensuing chaos. 

Ships and stations scale to your needs (with 
corresponding costs), and while you may begin 
with a few cheap in-system fighters, you could 
end with a fleet of vast superweapons, each 
one larger than a planet, with Jump-drives 
that can cross half the galaxy in an eye blink 
and weapons that can obliterate entire stars. 

Yes, you can blow up stars, and that alone 
should give you some idea of the potential scale 
of Star Ruler. While there is little in the way of 
story, background or diplomacy, the core of the 
game revolves around the measured, stately 
ballet of Newtonian combat, where the only real 
limit is your system - the better your PC, the 
larger and more complex galaxies you’ll be able 
to create, with slowdown occurring only when you 
push the boundaries a little too hard. Drop-in 
drop-out multiplayer and well-supported mods 
round off and expand a package that has worked 
through its troubled teenage years to become a 
game with depth and maturity, offering a wealth 
of possibilities for imaginative game play. 
Armchair overlords looking for a game in which 
the only limit is your imagination (and hardware) 
will be well pleased. 



Deep yet accessible, Star Ruler takes 4X strategy 
combat to new levels with vast fleets, infinite galaxies 
and lots of attention to detail, marred only by a clunky 
yet functional Ul. Stuart Griffin 
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Fusion: Genesis^ 

A console space action RPG - a rare thing indeed 

Released: November 2011 ■ Developer: Starfire Studios ■ Publisher: Microsoft ■ starfirestudios.co.uk/fusion-genesis 



IT’S A FAMILIAR SITUATION: floating 
somewhere deep in space, you have assumed 
the role of a dumbstruck lackey who answers 
to an overlord scientist. Navigating through the 
tutorial, the mechanics of the game are laid out, 
that is until a group of ‘space-bastards’ show up 
and quicker than you can say ‘Uncle Owen and 
Aunt Beru’ the white-coated one is a smouldering 
pile of ash, and your journey of discovery and 
revenge begins in earnest. 

Fusion is a freeform, non-linear trek which 
allows you to do whatever you want, whenever 
you want. From mining, to piracy, and further to 
mission running, space is your oyster: and with 
five factions to give your allegiances to, as well as 
a number of side-missions, sub-quests, and PvP 
scenarios, you will never be short of things to do. 

Taking influence from the shmup genre, the 
game is presented in a 2.5D visual style. Space 
is largely an expansive corridor through which 
you’ll visit various regions as you progress your 
character. There is no going up or down, or 
surmounting obstacles that block your way: 


Fusion: 

Genesis' version 
of space is as gravity- 
bound as the earth we 
stand upon, and this is the game’s greatest 
downfall. To accommodate the Galaxian-style 
mechanics, the control system feels awkward, 
with the 360’s double thumb-sticks lacking a 
real sense of precision, and after minutes of 
struggle you will be wishing for a more 
traditional approach. 

But aside from the Joypad shortcomings. 
Fusion: Genesis is a game that offers much for 
a very little price. Boasting around 40 hours of 
gameplay, mission types run the gambit from 
traditional fetch and carry Jobs, to all-out story- 
driven warfare. Occasionally, the game will throw 
out a lacklustre mission, but with dozens to take 
at any one time, there is reason enough to 
excuse the developers. 

Character progression is another beast you will 
have to wrestle with, as you gain experience and 
skill points to bolster your attributes; additionally 





you will also contend with the buying of better 
ships and attaching as many laser-guided 
missiles as possible. Fusion: Genesis wants 
you to sculpt an avatar to your play style and 
needs, and whether you are an industrious 
miner or treacherous pirate, your pilot profile 
will reflect this. 

And if you are still not convinced yet of the 
sheer amount of oozing, freeform gameplay, there 
are also randomly generated online battles, in 
which you must destroy other online players. The 
MMO aspects of the title make for an engaging 
experience beyond the single-player antics, and 
for those traders amongst us, the online auction 
houses serve up a nice dollop of free-market 
trading in these gloomy times. 

Fusion: Genesis is one of the best surprise 
titles to come from the Xbox Live Arcade, and for 
such a measly asking price of 800 MS Points, 
one that sci-fi fans can’t afford to miss. The game 
isn’t without its flaws, and can feel a little generic, 
but I can’t think of a better way to get your space- 
faring kicks using your Xbox 360. 


ALTERNATIVELY 


One of the most engaging, and addictive, space- 
’em-ups obtainable. Ex-Rare developers Starfire has 
cross-pollinated both the RPG and shmup genres to bring 
gamers everywhere an intergalactic adventure that has 
hints of Freelancer, as well as nods to the online 
functionality of Eve Online. Adam Tingle 


Eve Online: Crucible (Pc,Mac) 


If you are looking to fully consume yourself in space- i 
age oblivion, check out £ve Online (soon to be joined J 
by Dust 514). Join thousands of players world-wide / 
as you eke out a living trading, mining, pirating and / 
warring; complex, deep, and utterly addictive. ■ y 















Flat-packed space combat with a sense of depth 

Released: August 2011 ■ Developer: MinMax Games ■ Version: 1.011 ■ spacepiratesandzombies.com 



SEVERAL YEARS AGO WHEN I first got a Sega 
Dreamcast, I read a review of a game called 
Armada. It was a space shooter, but a deep, 
lengthy space shooter with RPG elements that 
added complexity, depth and choice I’d not found 
in many space shooters. When I first heard about 
Space Pirates and Zombies {SPAZ from now on), 
my first thought was that it would be an updated 
version of that great game, which made me rather 
excited to try it. I love space shooters, even 
moreso if they have more than just shooting, so 
I was quite excited to try out the proposed feature 
set: randomly generated galaxies, dozens of ships 
to build and tweak, as well as lots of spacey ‘pew 
pew’ action that a space addict like myself would 
really enjoy. A short time later, when the beta was 
available, I dove in. I’m still diving. 

In SPAZ, you play the commander of a small, 
rag-tag fleet of ships. You’ve put together your 
mothership and several smaller ships in an 
attempt to break free of the blockade of the Sol 
system and explore the universe. The game here 
presents you a tutorial that takes you through 
combat, research, ship building and much more 
in preparation for exploring the universe (you can 
skip this if necessary). 

Each system has jumpgates that are blockaded 
by the militant UTA, one of the factions in the 
game (of which there are four - you, the UTA, 
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DEAD AHEAD/ 

SPAZ is set at some 
indeterminate date in 
the future wherein the 
galaxy has become a 
series of isolated solar 
systems, ignorant as 
to the dangers lurking 
beyond their borders. 
Your team breaks free 
of the Sol system to 
explore the wonders 
and dangers beyond. 



civilians, and zombies). To break free of a 
blockaded gate you can either destroy the 
blockading UTA, or bribe it into letting you 
through with one of the game’s three resources: 
rez (currency), goons (crew) and data (experience 
points). This allows for strategic thinking when 
weighing the costs of your actions, be it ships, 
resources, or both. 

The number of options you can pick from in 
SPAZ is one of the reasons it is so compelling. 

Do you attack the UTC forces at the jumpgate, or 
do you try to befriend them? Do you spend your 
research points on missiles, beams, shields and 
other hardware? Do you attack the station that’s 
held by unfriendly civilians to steal the blueprints 
you need, or do you try to take missions which 
will make them friendlier toward you? The game 
is rife with these kinds of decisions. 

SPAZ not only gives you a wide variety of 
judgments to ponder, but a simple interface with 
which to make them. There are several screens to 
use, such as tactics (control the behaviour of your 
wingmen), research, the hangar (to tweak existing 
ships or build new ones), the system map (where 
you choose specific system-based missions and 
destinations) and the galaxy map. Each of these 
screens are colorful, easy on the eyes and make 
sense thematically and usability-wise. It’s from 
these screens that you’ll select missions (each 
system has several) that can range from picking 
up cargo to killing space monsters, and many 
missions will give you resource rewards. 

Much of your time, however, will be spent out in 


space, killing other ships, and it’s here where 
SPAZ excels. The game is presented in a 
graphically vibrant universe filled with colorful 
graphics and a plethora of sound effects that 
all add life to the universe. Weapons have a 
satisfying weight to them, and ships explode 
with a glorious boom of finality. 

Overall, with the excellent combination of 
exciting combat, longevity, randomness and 
level of choice, I can’t help but recommend 
SPAZ to both old and new space game 
aficionados. It’s got the charming looks to appeal 
to a newer generation of space game fans, while 
it has the depth to remind us older folks of the 
great space games of the past. 




depth and longevity. It can be enjoyed by new and 


experienced spaceship drivers, and is worthy of anyone 


who remembers Armada. Brian Rubin 

















IT IS VERY RARE that a video game would 
invoke any true emotion nowadays. With the 
likes of Call of Duty dominating the markets, it’s 
not hard to see why. However, there are some 
games that come along, those little gems that 
10 years down the line you’ll one day remember 
again, put aside your Call of Modem Gears 4: 
Battlefield War and say “You know what? That 
game was awesome.” Mass Effect is one of 
them. {Mass Effect 2 is another, but we’ll get to 
that one another time.) 

In case you’re unaware of one of Bioware’s 
finest, let me bring you up to speed. You are 
Commander Shepard, all round human bad-ass 
space hero. Humanity has recently stepped out 
of the shadows of the solar system and into the 
galactic community. The galaxy is teeming with 
alien life, most of it revolving around an alien- 
made space station called the Citadel. In charge 
of most of this is a galactic council made up of 
three alien races - the Turians, Asaris and 
Salarians. Humans are on the outside looking in. 


eager to be at the centre and oh-so close to being 
there, so long as they keep their noses clean. 

Enter Saren, a Turian Spectre (super secret but 
not all that secret Galactic Council Spec-ops) who 
decides he’d like to unleash a race of highly 
intelligent Als called the Geth into the galaxy and 
bring about the return of their gods, the Reapers. 
Now see. Commander Shepard doesn’t like this 
one bit and so sets out on a quest to round up a 
crew to go kick Saren’s ass. 

While not entirely awe-inspiring when 
shortened down to a few words, the Mass Effect 
series is Bioware’s home-made Star Wars tribute 
to the RPG community. The combat consists of a 
subtle mix between traditional RPG mechanics 
and Gears of War-type shooting and, to a certain 
extent, cover-based systems, with all of the action 
taking place in third-person. Adding to the RPG 
essence, you can pause the action at any time to 
issue orders to your two squad members, telling 
them to duck for cover or use one of their many 
abilities. When I say abilities, this includes things 


Releasee Date: iun.e,2008 ■ Also available: Xbox 360 
Developefr^ware 7 Demiurge Studios. ; Publish^: Electronic Arts 


Version Reviewedn.02 ■ masseffect.bioware.com 


Bioware's first outiag couldn't, have 
had a more massive effect 






like EMPs to drain shields or force push-type 
‘Biotic’ attacks. Surprisingly, it works rather well, 
providing an easy and yet unobtrusive way to 
command your squad. 

While combat is a part of Mass Effect, where 
the title really shines is its role-play elements. At 
character creation you are presented with a wide 
array of options for appearance, back story and 
character classes. The idea behind it was to give 
players the freedom to create and then ‘evolve’ 
their own Commander Shepard so that he/she 
would be unique to them. 

Throughout the story you’ll be constantly talking 
to various people around the galaxy as you hunt 
for Saren and a way to stop his plans. The 
dialogue system, while simplified down over 
your usual RPG romp, is quite possibly 
the best I’ve seen in any RPG (and 
obviously less evolved than in 
BioWare’s subsequent offerings). 


The basis of it is that you have a wheel of six 
options. Simpler than normal RPG systems, the 
wheel gives you a brief glimpse at what you’re 
about to say before Shepard goes and opens 
his big mouth. It’s slick, it’s easy to use and 
ultimately it works. Another thing to be 
commended (which is usually left out of many 
reviews), is the excellent use of sound in both 
gameplay, for gunshots and so on, and music. 

It is truly a soundtrack that compliments the 
visuals in a wholly cinematic way. 

With all this praise you must be asking 
yourselves ‘Surely it has some flaws?’ And yes, 

I must agree, no game is perfect. ME, rather than 
having any large problems, is more set upon by 
quite a few little ones. The main 

contender for this is elevator rides... 
know, quite the unexpected flaw 
but no one should have to deal 
with having to watch their 
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S%l\Nars: Knights 
on^ Old Republic 

<: 

[Xbox, PC] 


If you’d prefer to stick to more familiar territory then 
Knights of the Old Republic is your best bet. Taking 
place around 4,000 years before A New Hope, KotOR 
gives players similar freedoms to Mass Effect. With 
a wealth of character choices, dialogue options and 
possible endings, KotOR will leave you wondering why 
Lucas hasn’t already started work on five different 
extended special editions... 


Hope you packed the sunscreen... 






character shuffle around awkwardly in an elevator 
listening to initially amusing but quickly irritating 
music. Granted it was more a loading screen 
than an actual sequence but after having to 
listen to the same dialogue on your 50th journey 
to another floor of the Citadel, the novelty 
starts to wear thin. 

Another minor complaint is that the 
planet exploration can get a little 
repetitive, but this will all come 
down to how much of a 
completionist you are as these 
missions are purely optional, 
albeit fun to explore. Apart from 
that the main problems are some 
minor graphical pop in and the 
distinct lack of being able to punch 
the Turian council member in the 
face. You’ll know what I mean once 
you finish your first playthrough... 

Now Just under 900 words is 



much too short to fully express my appreciation 
for Mass Effect. Much as Star Wars was a bright 
light in the darkness of sci-fi cinema. Mass Effect 
is a shining example of what all RPGs should 
aspire to be: immersive, exciting and emotionally 
engaging; few games have tugged at my heart 
strings or suddenly made me stop in my tracks 
to consider the decisions put in front of me. 

On top of all this is a gameplay system that is 
both intuitive and full of depth. What sets 
Mass Effect high above the rest is 
Bioware’s main belief in player 
choice. Hundreds of options are 
set before you and each time you 
play the game, you’ll still be 
discovering new ways to play. 




One of the most captivating space operas 
since Star Wars, Mass Effect will leave you 
hungry for more of Shepard and the gang. Good 
job there is plenty of exactly that. Andrew Hallam 
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You've reached the aft end 
of the magazine, where time 
and space intermingle to 
create discordant vortices 
and strange ethers... 

FROM THE OBSERVATION BUBBLE that 
commands the view of PlaySF’s spirited wake, 
we look back upon and indulge in futures past, 
ponder multifarious hereafters and settle on 
what is soon-to-be, as work begins anew on 
creating the next issue. 

Join us off-duty as we replay games fondly 
remembered and those long-since deleted 
from the collective memory banks. If you have 
any suggestions for games you’d like to see 
re-animated, send us a messge via electronic 
mail and we’ll see what we have in our 
archives; editor@playscifi.com 



An unusually sprightly 
PAUL PRESLEY tinkers his 
config.sys file, before jumping 
into his T-65 and locking S-foils 
in the ‘attack’ position. 


Someone who looks a lot like 
MATT FRANKLIN 
materializes beside the TCS 
Midway on the first stop on an 
inter-dimensional safari’. 


With so many promising titles 
on the horizon, the future of 
space strategy gaming 
doesn’t seem to be concerning 
ADAM SOLO too heavily. 



BRENDAN DRAIN is scanning 
for anomalies as Star Trek 
I Online boldly goes where 
pretty much every online 
game has gone before. 


Switching to rear view... 





















Star Wars: X-Wing® 

For space simulations, X always marks the spot 

Released: February 1993 ■ Developer: Totally Games ■ Publisher: LucasArts ■ Version: DOS via emulation 


FOR MOST RIGHT-THINKING people, there is 
one moment above all others in the ridiculously 
extensive (and extended) universe of the Star 
Wars saga that truly cemented the venerable 
X-Wing starfighter’s place in our hearts, minds 
and (for some) groins. Yes, that iconic moment 
in the rebel base on Yavin IV when Jek Porkins 
(that was his name, look it up) not only managed 
to crowbar his fried wamp-rat-loving frame into 
the cramped cockpit, but got the struggling 
engines to lift off and take him into space. Any 
ship that could carry that man could be capable 
of anything - as the later destruction of the 
galactic deathball showed. (I guess that 
counts as a defining moment too.) 

In 1993, the closest any of us got to 
living out our Porkins fantasies was to 
OO watch the Star Wars VHS tapes while 

scarfing down a bucket of KFC and bouncing 


on the sofa when he appeared to act as if we 
were being shot by evil lasers. Then LucasArts 
released the first DOS game to be set in the Star 
Wars universe, X-Wing, and suddenly it looked as 
if we’d all get a chance to utter his famous 
catchphrase “No, I’m all... aargh!” 

X-Wing was a flight sim in space. Developed 
by the legendary Lawrence Flolland and his team 
at Totally Games, it saw you flying the titular 
X-Wing, along with Y- and B-Wings, in a series of 
missions running alongside the events of A New 
Hope and culminating in the famous Death Star 
Run itself, although in the less impressive cockpit 
of Luke Skywalker’s Red 5 rather than everyone’s 
favourite lard-ass. 

ATTACK VECTOR GRAPHICS 

Perhaps the thing that most struck wannabe rebel 
pilots was the (then) impressive quality of the 







graphics, mostly down to the use of ‘proper’ 3D 
models, unlike the bitmap and sprite-based 
nature of its nearest rivals, the Wing Commander 
series, first released three years earlier. Having 
previously brought LucasArts’ WWII flight sim 
series to our screens, the team at Totally utilized 
the same engine which leant that ‘simulatory’ feel 
to the space-born action in a way that the ‘flatter’ 
arcade nature of Wing Commander et a I struggled 
to escape from. 

This feeling was further boosted by including 
such ‘exciting’ gameplay elements as power level 
management and shield balancing. Depending on 
your situation, you could divert energy between 
lasers, engines and shields, boosting one area at 
the expense of the others (more speed but slower 
recharge time on shields, for instance), as well 
as flip between forward-facing, rear-facing or a 
balanced shield positioning - useful when making 

You weren't just flipping 
a switch, you really were 
telling R2-D2 to do it! 

In your head anyway 



ALTERNATIVELY 


Star Wars: ^ 

X-Wing 
Alliance (po 

The last in the line of 
X-Wing/TIE Fighter 
games. Alliance 
introduced an all-new graphics engine, far superior 
cinematics and voice-overs, and a more ‘realistic’ 
flight model that took inertia into account (to its 
detriment, said a lot of fans). It also let you fly the 
Millenium Falcon (or man its turrets). 




runs on heavily-turreted Star Destroyers intent 
on turning your viewscreen into a sea of criss¬ 
crossing laser beams like a psychopathic 
Jean-Michel Jarre concert in all-out attack mode. 

That, perhaps more than anything, sums up 
why X-Wing was the success it was, the little 
details that did more to immerse you in the 
Force-filled universe than anything Lucas 


himself has been able to conjure up since 
Empire. It’s hard to get across Just how 
much such a little thing like being able to 










open and close the ‘s-foils’ (playing no practical 
purpose in-game) does for player immersion. 

When you diverted power to forward shields as 
you lined up the hulking sphere of the Death Star 
in your sights, you weren’t just flipping a switch, 
you really were telling R2-D2 to do it! In your head 
anyway. You’re not delusional. 

And the music! Adding to the countless 
millions of column inches of praise written about 
the enduring quality of John Williams’ timeless 
score is perhaps more redundant than 30% of 
today’s global workforce (BOOM! Satire! Take that, 
global governments!), but it would not be wrong 
to say that Totally’s pioneering use of score in an 
adaptive way paved the way for every piece of 
context-sensitive in-game music from that date 
forward. iMuse was the name of the system that 
made sure the Roland sound card-powered, sub- 
Bontempi organ music (let’s be honest) you heard 
in your ears matched the action on screen. Sure, 
it’s not going to hold a candle to today’s 100- 
piece orchestra coming in your ears in full 
7.2 Surround Sound, but for the time, music 
that, *gasp*, changed based on things you 
did was akin to sorcery. 

TIE GOES TO THE RUNNER 

Totally Games didn’t rest on its laurels after 
X-WIng. The game was followed by two 
expansions; Imperlul Pursuit, one that added 
B-Wing fighters to the roster, and a year later by 
the even more impressive TIE Fighter, based on 
an upgraded version of the X-Wing engine that 
allowed for better shading and (slightly) more 
realistic looking polygon models thanks to 
something called Gouraud shading. 

We’ve come a long way since those heady, 
altruistic (some say communist) days. The space 
simulations of today make the simple polygons 
and crudely hand-drawn cutscenes of X-Wing look 
like the most indie of indie game fare. Elite 
certainly set the template for space sims from 
day one, but whenever you play a game that 
combines fast-paced action with more than Just a 
nod towards space simulation seriousness, you’re 
likely looking at a game whose designers played 
X-Wing in their youth and tried to channel its spirit 
throughout their own development cycles. And as 
legacies go, that’s not a bad one to leave behind. 





A classic, worthy or the name. Influenced 
everything that came after and is still one of the better 
interpretations of Star Wars in gaming. Paul Presley 
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Travel the luhole solar systerrip harvest the ore, choose your allegiance and career, 
fight for your life, make profit and discover deep secrets. 




Build Your Space Station! 


Combat, Mining, 
Construction, Trade 
and Exploration 


Fully Destructible 
Environment 


ULIide Variety of Ships, 
IDeapons and Upgrades 





Keen Saftmare House Is an Independent softiuare development 
company and a self-publisher focused on Innovative video games. 
The company portfolio consists of Miner UJars^'^ franchise based 
on the VRRGE™ engine and softiuare tools for game developers. 


Luujuj.keensLyh.com 





92 A time of steam and ice 

Transarctica® 


Released: February 1993; Developer: Silmarils; Publisher: Silmarils; Version: DOS via emulation 


WHEN IT COMES TO post-apocalyptic settings, 
often we picture scenarios set across scorched 
deserts ravaged by irradiated mutants. Not so the 
developers of the steampunk-esque Transarctica, 
who set their 1993 railroad-themed strategy 
game in a world that has drastically cooled 
centuries after attempts to reverse global 
warming go disastrously wrong. 

In Transarctica’s frosty far-future 
it isn’t just the biting cold that 
is out to derail you: there are 
mammoths, wolves and tunnel¬ 
dwelling mole-men (who can be 
captured, shackled and put 
to work), as well as the 
nefarious Viking Union that 
run the railways. Given that 
trains are the only means to break 
through the ice and reach other 


settlements, the Union is keen to ensure the 
planet remains frozen so that it can maintain 
its monopoly. 

As the captain of the eponymous armoured 
train and its staff, your quest is to find a way to 
restore the permanently-obscured sun and free 
the citizens of earth from their frozen prisons. 
This is done by shunting along the railway 
network, upgrading carriages, seeking 
clues, trading with villages and 
fighting off the Viking Union in 
often frustrating bouts of 
train-to-train combat. 

Directly inspired by La 
Compagnie des Glaces {The 
Ice Company) by French author 
Georges-Jean Arnaud, 
Transarctica wasn’t the only 
game in early 1993 that dared 



































Probably the most annoying navigation screen in any game, ever 


to avoid the clean white surfaces common to sci-fi 
cliche. Just weeks after Simarils’ game appeared 
for the Amiga, the latest (some might say 
greatest) Bitmap Brothers title was released, and 
like Transarctica, was similarly inspired by 
steakpunk literature (in its case The Difference 
Engine co-authored by William Gibson). It was, 
however, an action game that could be enjoyed 
without reference to its source material. 
Transarctica, meanwhile, for all its depth and 
divergence, was obtuse, often unforgiving and 
wholly overlooked. Had it not been, the players 
of today’s end-of-the-world games might have 
enjoyed more bleak midwinter with their 
scorched deserts. 


It’s hard to enjoy Transarctica today, but it’s also 
the kind of game you wish someone would take a stab 
at remaking. Richie Shoemaker 



ALSO IN FEBRUARY 1993 a : 



Star Fox (snes) 


star Fox was initially conceived as a tech demo 
follow-up to the Starglider series, before UK 
developer Argonaut pressed upon Nintendo the 
need for better hardware to make the game shine 
Thus was born the Super FX chip, making the 
resultant Star Fox the first hardware-accelerated 
3D videogame; one that introduced to gamers 
the most adventurous animals to venture 
off-world since Laika the dog went into orbit. 


Exodus 3010: 

The First Chapter (Amiga) 


The last remnants of humanity are in hypersleep, 
seemingly en route to a verdant new planet, but 
actually wildly off course and rushing towards the 
territory of an alien empire. You play the captain of 
the Starlight arkship, still blurry-eyed from stasis, 
with a hold full of sleeping crew and raw materials 
with which to forge a chance of survival. Wonderful 
concept, shame about the execution. 





































































gentleman’s adventure 
in space and time 


Encounter One: the Terran Confederacy and the 
curious legend of 'Wing Commander' Blair 



























Welcome, reader. As there exists no means by 
which we may each introduce ourselves, and as 
time is not something I currently have in any 
great abundance, please understand if formality 
becomes the first casualty of expedience. 


SINCE THE MECHANICS BEHIND 

quantum vacationing are trivial to the point 
of boredom, it need only be said that an 
increasingly predictable daily life has 
steadily dulled my professional acuity. 

“The best thing for clearing one’s 
mathematical sinuses,” my esteemed 
colleague Winchester assures me, “is a few 
months’ inter-dimensional safari.” 

Worthy though his opinions are, my first 
experience in an alternate reality made it quite clear 
he might have better guarded me against an infinite 
variety of social faux pas. While misplacing that 
decimal and emerging amidst an advanced, space¬ 
fairing version of humanity rather than the 
pre-industrial paradise I’d aimed for was clearly my 
own fault, the rapidity with which I found myself 
surrounded by several boxy but well-armed vessels 
struck me as somewhat paranoid. 

❖ ❖ ❖ 

Far from slicing through the tension as her antics often 
do, my pet cat nearly got the both of us killed yowling 
into my small craft’s mouthpiece. It took many 
assurances before my captors accepted that I did not 
belong to the apparently feline ‘Kilrathi’ race, though 
the benignity of my intentions remained in doubt. 

Invited without alternative aboard a vessel easily a 
full kilometer in length marked as the TCS Midway, 

I was promptly conducted to an audience before one 
James Taggart, a man reminiscent of certain august 
figures from antiquity. My embarrassingly spectacular 
intrusion into this foreign continuum clearly 
attracted significant attention, as I was informed I 
stood before the president of something called the 
Terran Confederacy. 

Clearly, I was eventually cleared of any suspicion 


and, as an account of my own reality would be 
of little interest to readers already familiar 
with it, rather than dwelling on the 
obvious, let me relate what I learned of 
this utilitarian yet excitable world from 
President Taggart and certain other sources 
with which I was permitted to consult over 
the next several days. 

For the sake of reference, the world I found 
myself occupying dated itself around AD 2700. An 
unremarkable fact compared to the nearly constant 
state of war this world had endured for the better 
half of the previous century. / 

❖ ❖ ❖ ( 

As various sacred texts occasionally relate, the 
circumstances of wars are impossible to unravel. The 
clearest picture I could piece together involved an 
early rift in humanity between those who remained 
on the world of their origin, i.e. the Terran 
Confederacy or ‘Confed’, and those who sought to 
populate the stars, naming themselves the Pilgrim’s 
Alliance. As humanity engaged in open war with itself 
for the last time, it encountered the race which would 
almost immediately become its first alien menace. 

The aforementioned Kilrathi, towering 
anthropomorphic felines of a combative, imperial 
bent, set the tone for inter-species relations when 
they misinterpreted a mere technological 
incompatibility and obliterated the first vessel with 
which contact was attempted. 

As one war bled almost directly into another, an 
unusually violent tide repeatedly pushed both sides 
nearly to destruction. While this protracted hostilities 
for several decades, it had the unintended benefit of 
producing individuals of exceptional caliber on 
both sides of the conflict. My rudimentary 
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-The late- 

CHmSTOPHER BLAIR 
Ym told, suffered as 
MANY "^RAGEOIES 
in personal life 
as victories in the 
LINE OF DUTY. 
































understanding of Kilrathi social norms, coupled 
with humanity’s eventual triumph, leads me to 
suspect the ratio by species of surviving veterans 
is lamentably one sided. 

One figure in particular appears in the historical 
record almost like a persistent theme. The late 
Christopher Blair, I’m told, suffered as many tragedies 
in his personal life as victories in the line of duty. 

His half-Pilgrim lineage was doubtless a cause of 
tribulation in his early life, but his unwavering 
moral compass seems to have made as many human 
enemies as Kilrathi during and after the war. 

It is always difficult to discuss merits of individuals 
who interact closely with such great men in their 
lifetimes, but many prominent names of the war seem 
to be remembered as much for their dealings with 
Blair as anything else. His career and personality 
clashed repeatedly, for example, with at least one 
superior officer by the name of Geoffrey Tolwyn. 
Although Tolwyn’s service record depicts a brilliant 
tactician and powerful leader, the society I 
encountered thinks of him only as a constant 
hindrance to Blair’s advancement and a monster tried 
and convicted of crimes against humanity during 
peacetime. President Taggart, for his part, was loathe 
to discuss the subject. 

❖ ❖ ❖ 

On the other hand, Blair is said to have been 
romantically involved with fellow Confed officers on 
more than one occasion. The execution of one Jeannette 
Angel’ Devereaux by Thrakhath nar Kiranka, Kilrathi 
Crown Prince and personal arch nemesis of Blair, may 
have been a source of driving inspiration during the 
final moments of the war. 

I would be remiss here if I did not contrast the 
virtues of the warrior with the horrors of the war. 
Neither the Kilrathi nor humanity shied from 
a race to find supremely destructive 
weapons, and in truth the Kilrathi were 
often much quicker to deploy whatever 
advancements came along. While I am 
in no position to pass judgement on 
either species, even if one be my own, it 
is undeniable that Blair’s hand, under then- 
General Taggart’s direct guidance, fired the final 


volley of the more than thirty years war. The 
decisiveness of this action was measured by the 
total destruction of the Kilrathi home world itself 
The weight of lives lost against those ultimately 
spared is debated only in the most abstract 
academic discussions. 

In the years following the war, I have already 
alluded to incidents of corruption from within. 

Space Marshall Tolwyn very nearly banished peace 
by reigniting mankind’s capacity for violence against 
itself, but was unsurprisingly thwarted by Blair. 

A much more dire threat arrived not too many 
years before I did, in the form of an unknown alien 
race from an as-yet indeterminate corner of space 
labeled, in lieu of a proper title, as the Nephilim. 
While humanity and its allies succeeded in averting a 
pan-galactic doomsday scenario, tensions remain high 
today as total victory could not be asurred. 

❖ ❖ ❖ 

Why? The Nephilim exhibited the ability to appear > 
en masse and unannounced in virtually any / 

location. Knowing that, the hostility of my I 

reception was no longer surprising. My attempt \ 
at appearing unobtrusively at a Lagrange point 
between this reality’s Earth and her moon turned 
out to be an entirely misguided gesture. 

The Kilrathi, for its part, had nearly obliterated 
Earth itself at one point, and advanced defensive 
warning had been available then. Not only is such 
intelligence no longer possible, but the Nephilim is 
believed to have succeeded where so many Kilrathi 
could not as regards Commodore Christopher 
Blair. Last seen aboard a Nephilim vessel which 
was subsequently destroyed, the lauded ‘Savior 
of the Confederacy’ remains officially listed as 
missing in action. 

It was not until I took my leave of that 
troubled reality that the thought of a journal 
occurred to me. Men such as Blair deserve 
to be remembered, but I hope I might offer 
future wanderers the opportunity to learn 
from my embarrassment. Now, if you’ll 
excuse me, my ears indicate the rather sterile 
looking confines of my current reality are 
not as abandoned as they first appear. 
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The Space Sector 

Of Swords and Stars 


WE CANT COMPLAIN MUCH about any 
lack of good space strategy games. / j 
The indie community has been doing y ' 
a wonderful job at keeping the genre \ J 
alive and vibrant with some very high- 
quality games currently available, among 
them Armada 2526 (from Ntronium Games), 
Star Ruler (from Blind Mind Studios) and 
Distant Worlds (from CodeForce). While none 
of these titles started out in stellar shape, 
over many months their passionate and 
community-driven developers were succesful 
in turning their respective games around. 

Today they compete with emblematic titles like 
Galactic Civilizations, Star Trek: Birth of the 
Federation and even Master of Orion for the 
long-term affections of space strategy fans. 

If it wasn’t such an over-used term, it almost 
seems as if we’re in the midst of a golden age. 

There was a major disappointment in the 
genre recently, however: the sequel to Sword 
of the Stars, a game beloved by so many for 
successfully combining real-time tactics with 
turn-based strategy, didn’t enjoy the most 
auspicious of releases. The word by release 
day was that a beta build got through ‘by 
mistake’. That ‘bogus version’ would 
eventually be replaced by the final product. 
However that build wasn’t final either. In public 
anh punce ments, both the publisher and the 
dev^lope\apologized for the garnet ^ate and 
\ /S. " 


committed to complete it. At the time of 
jfeX writing, more than two months after 
JR ) release, while playable, the game is 
mV still buggy, unstable and far from 
complete. For those that bought it, the 

release was a total let down, but to be fair 
to the Kerberos and Paradox folks, they have 
committed themselves to fixing and finishing 
the title over the months to come, or for as 
long as it takes. I sincerely hope they manage 
to make good, for as many excellent games 
as there are, we need Sword of the Stars II to 
keep the lineage strong and the genre moving 
forward. The signs are good, for underneath . 
there is a hell of a good game there, I tell / 
you; great lore, great graphics and also C • 
great new concepts, which should be \ 

more than enough to please Sword of the 
Stars fans. We just need to be a little bit 
more patient to see the dream Kerberos 
had for the game realized. Let’s hope the 
team succeeds. 

In the meantime there are other very 
promising strategy titles in the making, such 
as Legends of Pegasus (from Novacore 
Studios), StarDrive (from indie single-man 
show Daniel DiCicco) and Gemini Wars (from 
Camel 101) just to name a few. The genre is 
alive and as well as it’s ever been, and that 
makes space strategy fans, myself included, 
very pleased indeed. - 



Adam Solo 

Adam is the owner and 
editor at SpaceSectoricom, 
a website dedicated to 
space strategy games ^ . 



















All These Worlds 

It's worse than dead; it's free, Jim! 


IT SEEMS AS IF EVERY month another 
subscription MMO switches to a / M 

free-to-play model. This month it was \ " 

Star Trek Online’s turn, as developers \ 1 
Cryptic (at the behest of new owners 
Perfect World Entertainment) flipped the 
switch from subscription to free. Fans however 
can’t seem to agree on whether it’s a good 
thing or not. There’s a perception out there 
that MMOs only go free when they’re failing 
and don’t have enough subscriptions to 
make a difference, but it only takes about 30 
seconds of investigation to disprove that one. 

Cryptic’s competitor. Turbine, was the first 
company to shake the perception that free-to- 
play is for games with nose-diving subscriber 
numbers. Its fantasy MMO Dungeons and 
Dragons Online entered the free-to-play market 
with a hybrid payment model offering a choice 
of subscription or micro-payments. As a result 
of going free, not only did revenues shoot up, 
but subscriptions doubled. With a success like 
that under its belt. Turbine then threw the 
switch on Lord of the Rings Online - by all 
standards a healthy MMO with a loyal 
subscriber base. What happened? Profits 
tripled almost overnight. 

The microtransaction model is practically 
the new industry standard, paradoxically 
serving up more monthly income than locked- 
in subscriptions ever could. From the player ^ 


perspective, free-to-play games have an 
order of magnitude more players to 
Bp ) group with or slaughter mercilessly, 

/ and all expansions must be released 
to everyone for free. It brings an end to 
small, dwindling server communities split 
apart by artificial expansion barriers, gives 
players free access to content and provides 
developers (from so-called whales) with 
much more money for ongoing development. 
Correct me if I’m wrong, but those are good 
things, right? 

The real genius of SFO's free-to-play model 
is in the cash shop currency. High-end gear y 
is sold for dilithium that players grind for, / 
while even more valuable items like new ( ^ 
ships are sold in the cash ship for Cryptic \ 
Points. The clever thing here is that players 
will be able to trade dilithium for Cryptic points 
and vice versa, but only with other players. If 
you want something in the cash shop but 
don’t want to spend any cash, you could just 
grind dilithium and trade it to someone for 
Cryptic Points. Similarly, that person you 
bought the points off is using cash to shortcut 
the dilithium grind in order to buy gear 
immediately. Meanwhile, the Cryptic and 
Perfect World executives twirl their 
moustaches and light cigars with that 
sweet microtransaction money. 

Which is a good thing. Right? 



Brendan Drain 

As well as working on a 4X ganre 
(predestinationgame.com), Brendan 
Drain is the Eve Online correspondent 
formassively.com . ■ 
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THE NEXT EPISODE OF EGOSOFT’S 
POPULAR X-SERIES 


The X games hurl you into the most detailed 
universe ever created, right into the middle of an 
epic, intergalactic story filled with twists and 
turns at every jump gate. Become the hero once 
more as you TRADE, FIGHT, BUILD and THINK 
your way to victory. 

Immerse yourself in a living, breathing universe 
where all your actions have consequences. 

TRADE to make money or upgrade your ship. 
FIGHT epic battles or capture enemy ships, BUILD 
your own stations and produce goods in your own 
factories, and of course always THINK about the 
consequences of your actions in the realistic 
simulated universe and dynamic real-time economy. 


X3: ALBION PRELUDE IS AVAILABLE 
ON STEAIV FOR PC 

AND IN THE MAC APP STORE 


WWW.ALBiONPRELUDE.COM 
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CHECK OUR TWITTER AND FACEBOOK FEEDS FOR INFORMATION ON NEW DESIGNS IN 2012 



DETAIL STITCHING 


OFFICIAL ASSASSIN'S 
CREED DESIGNS 
AVAILABLE NOW! 


WeVe teamed up with Ubisoft to produce 
exclusive tees and eagle-peak hoodies. 
Make sure you don't miss out and grab 
yours while stocks last I 


COMING SOON! With our Assassin's 
Creed licence now globalp we're 
expanding the range with a new 
synchronised black' hoodie.* 
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JLHot.14 I W J LH businesses and places of the gaming world. 

Want to get the best gaming tees for less? Become a member and 
raceive points on everything you buy - signing up Is easy and you can 
WWWJNSERTCOINCLOTHING.COM save you r points to receive a FREE tee! 



FREE UK 
DELIVERY! 





















